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True P i n b a l l  b r e a k s

True Pinball is the ultimate fully rendered, high speed
propulsion into the electric world of pinball fervour.

Why?

Because i t  incorporates four tables
. m u l t i b a l l s ,  
v i d e o
modes, incredible music, high res 2D and 3D views and
32.000 plus colours„ because it remains faithful to every
aspect of mathematical precision right down to gravity
conditIons. and because it stems from Digital Illusions'

b u t  n o t  t h e  l a w s  o f
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the mould,
r a v i t y  •

considerable experience that s why.
That s why it adds up to the fastest, most accurate sim on
the market and shatters the mould of what we are asked
to accept

V GA E 0.11111.ra S. O b . S I t t y  CO.POP tr -
4
,
1 
k
w

SECA old 51(A SATURN ate tradmirts of -  a . g i l d  .
P
.
.1  d i fi r l t d d e r • P U 1 2 #

4 2
g
•
PlayStation



T:Sa ll M AC ES I S E

GIC CARPET 1 6
Bullfrog's amazing conversion of
Magic Carpet for Saturn seems full of
Eastern promise. Gus explores a
Turkish delight of a game.

EDITORIAL e
The MEAN M l o o k  forward to
Valentme s Day. n  babes put
your love Me te

NEWS 8
OK, we know its a but rubbish this month, but
try to enjoy it just We new

VIDEO CD 1 2
The original and still the hest Saturn movie
reviews This month Abbe take on Pink Floyd.
Who
-
s 
h a
r d
e s
t '

CREAM OF SEGA 1 4
Who's toppermost of the pellinfliNISt in the
Sega charts"

STEWS TIPS
Mr Key Cl/Mb out of the tips dustbin once
more. brushing old cabbage and lids of dog
food off cheats for Sega Rally. VF2 and X-
Men

OUT NOW 1 1 1
The dismal Johnny Datookatoore is dwarfed by
the might of Sega s latest releases in our new
UK release round-up

MEAN V011 9 0
Incoherent rambiings about Elvis and love
poetry for Claire More nutters exhibit their
tenuous grips on reality via our letters page-

ObA 1 2
Gus is given an l upe overhaul in this bumper
selection of sarcastic replies to ridiculous
questions

MEGAPAART 9 6
Ever get nostalgic lor your kitchen s colour
scheme circa 1978
7 f r e t  
r i o  
m o r e
NEXT MONTH 9 8
Choc full of empty promises and unwise
predictions of future content
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story of
Treasure's first -
Saturn project,
and this Pfollow-up • MPpreview reve
just how far work
has come on.
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Could this
be the best
console
pinball yet?
Check out
our preview
of Virgin's
incredible
six-table
game on
pa ge  4 0

GUARDIAN HEROES 3 6
Treasure s new multi•player bear kim up lot
Saturn And a rabbit called Edward M
C49111aC

TILT 4 0
The art al pinball on Saturn develops further
with TM Bin how could aigrette tep Digital
Pinball?

SCORCHER 4 2
3.0 twisty tunnel racing in a gyroscope A
NM look at Scavenger s bizarre mew I
O C m ggone

M E G A D R I V E
TOY STORY 6 0
Does Disney's gobsmacking him tiein deserve to be Sega s
biggest 16-bit title of 1196
, W e  t h i n k  
s o

FIFA '96 6 4
Tins had already topped the Christmas charts before the Saturn
version even came Qui What's the score on the latest version
,
MYSTARIA
Dungeons dragons and derringdo in the Saturn s hat true RPG.

CYBERIA 1 2
Nick a plane, snog some tart and blow up a few Scandinavian
coastal 'Magas You know, the usual secret agent routine

VIRTUAL GOLF 7 8
Toe all with Cote, as they present the first Saturn game to feature
ladies in Noe cycle shorts

WORLD CUP GOLF 8 2
A more sedate, simulation-type scenario awaits the mote
conservatively dressed golfers here.

THE HUNT
Underwater retro•shoot "em up Huth le this killer sib spree

3 2 X
86
Mal hasn't

• !MAL RAGE
at is there  to say

said before
, 
W e l l ,

SUPER RETURN OF THE JED! 1 6
D. How does earth Vadat know what Luke Skywalkers got
Christmas'
A. He has tell his presents

MP le  •  •  •  i•  •  •••
• • •  M O .  •  “ R E M
,

NR QUARTERBACK CLUB •% 2 4
The beady world of Amencan Football. Burl
Reynolds and armed militias do not collide in this
le a tute

DARIUS GAIDEN 7 6
Fisk in space. I wish we'd done Alien Trilogy,

SLAM MACHINEHEAD 2 8
Its up te you to destroy ihe deadly Ildnelinebr' tad
core. And dress BiNe Ray IdarlIM 1.1 kinky ROM
tubber number

• • • - •  • • • , • • • • • •. . * ” • • • • • •  -BUGS BUNNY IN DOUBLE
TROUBLE 3 2
Meanwhile, on Planet Sega, Bugs bounces onto
Megadrrve

X-MEN PLAYERS GUIDE
Special moves for Children of the Atom.

48

VIRTUA FIGHTER 2 PLAYERS GUIDE 5 2
Pack an rostra punch with these special mores.
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'd l i ke to make a smal l  poi nt  thi s mosai c
Ever ythi ng you see i n ME AN MACHI NE S  is
actual .  The scr eenshots ar e kosher ,  the
featur es based on fact.  So? Wel l ,  I 've  been
pr etty 'di str essed' of  l ate seei ng so-cal l ed

pr evi ews and r evi ews of  games i n other  mags
that ar e fr ankl y bol l ocks.  Compar e our  pr evi ew
of Magi c  Car pet  thi s month t o one that
appear ed i n Saga Power  l ast month.  I  can tel l
you for  a fact  that  thei r  pi ctur es wer e  not
Satur n pi ctur es,  because ME AN MACHI NE S  had
been i nvi ted to do the fi r st  featur e on the
Satur n game.  Onl y we  had access to an Al pha
ver si on of  the  game,  and the
real facts  of  the  conver si on
r el ated by  the  pr ogr ammer s.
Other  mags have sel f-
r i ghteousl y de fended
themsel ves agai nst  these
ki nd of  char ges befor e.  As
far  as ME AN MACHI NE S  is
concer ned,  w e l l  onl y  use
Sega scr eenshots,  unl ess
ther e's a r eal l y good r eason
to do other wi se a n d  than
we'l l  be  honest  about  i t.  Let
the other s pr act i ce wha t
they pr each.

GUS

k•s •

• •  •
Spring time is about to dawn - the arrival of blossom on the trees and long summer evenings mean
that this is the season of loving. Valentine's Day is the ideal way to show your loved one how much
you care, and the MEAN MACHINES team care more than most...
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"I only had one Valentine's card
all the time I was at school,'
grumbles Gus, whose
psychological make-up was
doubtless compromised by this
early rejection. "I'm very
romantic at heart, though - I
love that smoochy bit between
Woody Allen and Diane Keaton
in Manhattan. I think that the
most romantic thing anyone
ever did to me was whisk me
away for a weekend in Brighton,
We did the pier and everything."
The emotional scars of the past
were just too deep to ignore,
however, and Gus's dream
turned into a nightmare of
recrimination and regret. We
ended up having an argument
because it turned out I was
expected to pay for all the
bloody tea and scones. I
wouldn't have minded but it was
about thirty quid a headr

0
1
1

•

C R E
Valentine's Day brings painful
memories of a fatal attraction for
our pin-up girl: "Five years ago. I
met this bloke on a train who
wouldn't stop talking to me, and
for some reason I ended up
giving him my address. Soon
after that he started writing me
love letters. I never replied, but
then he turned up at my house,
wearing baggy leather trousers
and funny pointy shoes. He had
really dodgy long hair as well. I
was really freaked out so I said I
was already going out with
somebody. It was a complete lie,
but it got rid of him. Or so I
thought. Later. I got a Valentine's
card from him, proposing
marriage. Urrghl" If any other
complete strangers require
Claire's address, then she can be
found at Farringdon tube station
most evenings. Make sure you
bring a pen,

AMIL

—aeolEnloa•—

•

u s
"T l y  Valentine's cards I've
ever had have been from my
girlfriend and I can't imagine ever
wanting to receive symbols of
affection or admiration from
anyone else," says Marcus,
mindful that his girlfriend might
be reading this. -
I ' m  a  
b i t  
o f  
a

closet romantic actually, and
there are a few films in particular
that bring a lump to my throat.
My favourite romantic film is
probably Room With a View -
Helena Bonham•Carter fuelled
many adolescent fantasies
wading through that field of tall
grass. I was gutted when I found
out she'd copped off with
Kenneth Branagh. Aside from
that. I'm a big fan of The
Unbearable Lightness of Being -
it's foreign but it's choc full of top
skirt like Juliette Binoche and
Lena Olin. You can't beat a bit of
Continental crumpet."



3.  Who would be your  ideal par tner ' to spend
Valentine's day wi th?
A.  Pamel a Ander son.

B.  O ur  ow n lovely Clai re Coul ther d.
C.  Sar ah Br y a nt  • V i r tue  Fi ghter 's  t op
heavy fr acti on.

VMS IA
LOSER?

1 I t ' s  Valentine's Day evening and you've been
invited on a date  wi th your  ideal woman.  D o
you:
A.  Take her  out  for  a  r omant i c  candlel i t
dinner.
B.  Take her  t o the  movies and spoi l  her  wi th
pop•cor n and Heagen-Dez s ice cr eam.
C.  Take her  t o the  local  ar cade and al low her
t o watch you pr acti ce your  V i r tue  Fi ghter
m o v e s .

2.  You have E 5 0  t o spend on your  loved one
on Val ent i ne
s  D a y  
D o  
y o u
:

A.  S e nd her  an enor mous bunch of  fl ower s
thr ough I nter flor a.
B.  Take the  fl ower s t o her  yoursel f,  al ong
wi th a  massi ve box of  Bel gi um chocci es and
some sexy l ingerie.
C.  Buy  a copy of  Fi fa ' 9 8  and invi te her  r ound
for  a  match.

4.  How  would you woo the  woman of  your
dr eams?

A.  M k s  her  for  a r omant i c  t r i p t o the
countr y,  not  for get t i ng your  t a r t a n r ug and

a stacked picnic hamper .
.e.

ply letter box
spec, tied!" beams Miss
Hill, the e e n  of all our hearts.
Always the bridesmaid in the
MEAN MACHINES love letter
stakes, Lucy's hoping for a
massive influx of Valentine's
cards. -
I  
w a n
t  
s a
c k f
u l s
.  
I  
w
a
n
t  
t
o

have to hire someone to help
me lust open them all." The truth
is, sadly, somewhat tar removed
from Lucy's lovelorn fantasies.
'I 've hardly ever had any
Valentine's cards,
- s h e  
s i g h s ,
but I 'm dead romantic at heart.

True Romance is my favourite
romantic film - my favourite bit
is when she tells him she's really
a hooker and he says he doesn't
care. Actually, that's a bit of a fib.
My favourite bit is where Dennis
Hopper's hand is sliced open
and he gets shot in the head. But
that's not very romantic, is i t?
-

ST
Steve gets e d g y  when the
subject of his love life comes up.
And with good reason -  this kid
loves 'em and leaves 'em, has a
girl in every arcade and leaves a
trail of broken hearts wherever
he goes. Bitter experience has
taught him it's better to use 'em
and lose 'ern. It all started at
infants' school. -
T h e r e  
w a s  
t h i s

chick called Michelle who was
the brussel sprout of the class -
no-one wanted her Anyway. I
bought her a teddy bear, but she
gave it back to me a couple of
weeks later, telling me she didn't
like me anymore. I was only 10,
but I've never forgotten." There
is, however, still some room for
romance in Steve's life. 1 don't
normally go for sloppy films, but
I suppose Sleepless in Seattle
was all right. If you like that sort
of thing."

B.
Wr i te her  a
r omanti c poem and
love l e t te r  t o go wi th i t.
C.  Offer  her  your  level l e  passwor d
for  Thunder hawk B.

5.  You ar e a t  the local di scotheque and you've
pulled the  hot tes t  babe ther e.  I t  comes t o the
l est s ong  o f  t h e  eveni ng,  d o  y ou:
A.  S m ooc h her  ti l l  she  can smooch no mor e
end she swoons  in your  ar ms.
B. Bnog her  l ike you've never  snogged befor e.
C.  Rus h home t o ca tch the  r epeat  of  the
Gemeamester  Gor e  Special .

6 .  Y o u  e nd  your ' ,ovect one  a r e  say i ng u p  f o r  a
futur e i nvestment.  But  what  will you spend your
ha r d e a r ne d m one y  on
A.  A  mor tgage  for  a  semi detached in t he
subur bs.
B. A  For d Fi esta X R3 i  wi th l eoper deki n
bucket seats,  al loy hub. caps,  go- faster
str ipes,  wi ndscr een sti cker s wi th "master "
and "slave" pr i nted on end soma pink fluffy
dice.
C.  A n  MP E O  Vi deo CO  o a d  for  your  Bot t um

THE  S CO RE S  O N  THE
DOORB:
1, A : 5  13:3 C : 1 0
2. A : 3  A:5  C:1 0
3. A : 3  13:5 C:1 0
4. A : 5  B:3  C:1 0
5, A : 3  015 C:1 0
B. A : 2  B : 5  C O O

0-15 :
You ar e r omanti c but  not
overtly sentimental  end
soppy. You ar e a  ladykiller
but  still macho enough t o
have huge r espect  f r om all
y our  fr l ateS-
1 1 3 -3 0 :
You ar e the  Eroll Flynn of
y our  a r e a
3 1 -6 0 ;
You ar e a very very very
sad gamehead.  ar id
destined for  a lonely life.
You buy Me a n Machi nes on
a r egul ar  basis t o feed your
games habi t,

EROS
Sieve 'agth doctor Merrett
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way of ne ws  this
month,  tha t  be ing

the  curse  of the  m onth
pos t-c hris tma s ,  w he n P R
people  are  tuc k e d up in
bed w i th  the  fl u,  or  too
involved i n the i r  1 9 9 6
expenses c la ims  to  pass
on i nfo.  De s pi te  this ,
we 've  ma na ge d to  source
some s uc c ule nt
exclusives.
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EAN MACHINES have been giveminformation ageout the rumouste4Saturn Internet
peripheral. The device allows a Saujo to be connected ovelt a normalprbrulline

yanety of online networks, effectively operatinges a modeen.

INTERNET
CONNECTION

etaife °fine -laudoese service are given in the Tokyo toy arid hobby market rep
al s that the teZhnologyLior_tile Saturn 'Home Use Internet' has been
ped jo)ntly tle Sega and the Natim Metor_ggmpanyt Bizarrely, demon strati

of the systenresill be placed in Nissan's car deal4whipe.?
,
Theriio a r e  n o  p l a n s

liar promotions here.
port expands on the system's operation: the Serum will be able to access the
Wide We b ,
-
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c o
m p
l e
x  
s
y
s
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e
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r o
t o
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IPANS e b a  vekprovide a vanety of CO•OMs wish aciqretses automatically stored, so
users will be able to aocesk pre-stored dasbnetions w71h
-
lhe  m i n i m u m  l u s s .  
_ T h i s

• m e a n s  the system is ideal for complete nc e s .  There are also piens to„ introduce
oluLlers. so t h b i r
r
e l o s o k i e u f o
r  
m o r e  
f r e e
d o m  
c a
n  
h a
v e  
i t
.

he mosk„Exiting development of t h e
-
v e n i u r w i s , S e g a ' s  
S a t u r n  
k e y b o a r d  
a t t a c h m
e n t  
t h a
t  
7 i
1  
b e  
u s e
d

keying in E M- a i l  messages. Foimple  COMITIZIKIS and irbisseges the wypaci, will be able to select fro
- t e d  menu of phrases, but theThyboard ape% up the possibility fel information cbrinectione eve

phisticated as a PC Internet connection. -
s for sitbrn Internet to Eaeoptkare unconfirmed at the moment, but the Japanese service cou

and rup..2ing as soomas March. For MO,  your modem y e i l l
.
gi v e  y o u  a c c e s s  t o  
t h r e e  
s e p a r a t e

ds of services; Sega's own onAjpe information and network tprirting
-
, a  l i n k  t o  a  s e r v i c e  
o p e r a t e d

Fujitsu called Niftyserve, and the most intriguing, S
-
f o i n t  v e n t u r e  
c d l i e d  G r R  
N e t .

s IS •  new uonvany set up by Sega and four others (including Sony!). It listran impressivegange
ices, more commercial hien- ebrrem PC oetwarks, These include mail and e r e nc i ng,  download •

ke of professional audidquality, reakime multi-player gaming, 'news o n d ' - e n c t  music trial•
i
n
g
.

• revojutignary service will link up Saturns to PCs. AV equipment, even i y s t a t i o n s .  The
tent to which thele servieesapoeer in Europe awaits to be seen.
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graced with the World Exc
shots of two of US old's  sports game developments for

1996. The UK Software giant grabbpd thertigfits to the
a allies early last year, as they had with previous

For this years world jarfibcwee, somethise,
ails planned with multiple game releases on a raft of

mat& The Saturn is t h e  forefront with two separate
rojects.
lympic Soccer is a polygon-baseittootbell game
at walk to eappletteetin tiql success of US
old's Megadrlve soccer hid Fey& Pitch
lymicTic Soccer willae a more serious
air,Ind the early work seen here
ows an attempt to recreate the

randeor oti te  stadium. Whilst
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sports compilation game is yet to-receive a fitfal
title, although Atlanta Olympic '96 seems a fair
estimation It's one of those trusty game coucepts; Abe
portmanteau of different eVents'With a vattety of

aystyles and controls. There's ó m i r e  of track, and
ci events, Iffeluding clitcus, javelin, swimming and

ting. The pre-production renders look stunninkj.
•••1.•
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[ OLYMPIC GAMES

'iv US GOLD

5ATURN

RELEASE:
';UMME R 1 9 9 6

ORIGIN: UK
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driving game with a battalion of
Cute players. The ground-

esking aspect us that thiS is
t game to use a linkup

between two Saturns,
ayer battles! We plan to bring y

F I G H T E R

rtqps proposition. At the
oment, only Sonic T a i l s

ol o n  figures hay
elf, but this goy
ession o w
e could

An unexpected
development Was
by Ah42 as they r•
pictures of a 3-0
fighting game, V F 1 c .  The
project arose alongside the

• Fighting,

and
at was

rs coin-

rig tritely a
joke has
now -
become a'

L IP Y O U R
R O L E  ot;ngu

the most
• u s e l e s s  'birds' -. —
on the planet, star in Sego's

I optimistic Meigadrive upciale
of Pengo, airincient coin:tip
devised, oh, in the time of the
Meas. Theoriginalarcede -
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ing ice blocks within ai,
le maze aiming to crush

snow bees against the
An expanded story mode adds ell kinds

seenely. Thereat attraction is a f o
-
4 - p

like Hladsonsoft's classic Sombermen,
characters trying to be the last one left alive. I

and, favourable r
ciermilling. should
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-
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PENGO

1 BY  SEGA

MEGADRIVI

RELEASE
TBC

GE ROCKERS

BY SEGA

SATURN

RELEASE
FEBRUARY

ORIGIN: JAPAN

P ?GIN: JAPAN
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BY SEGA (AAW)

ARCADE

RELEASE
S UMME R 9 6

ORIGIN: JAPAN

Don' t  n•  %s- wi th this
mean hedgehog,

ei I N C R E D I B L E
H U L K
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them, is Space Hul
• m-style game set
spooky stellar craft.
• loom' corridors and

of this cargo shsp
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II Whichever way you look at it, The Who were nails -
archetypal mods, inventors of the concept album/rock

• o p e r a  and legendary hellraisers, All these aspects of
their tempestuous career are addressed by the three
original surviving members. Mainman Pete
Iciwnshend's comments are surprisingly frank, and
illustrate the frustration and bad feeling that led to thegroup's ultimate

disintegration. 154 minutes of brilliant
songs, variable quality footage and
performances, and interesting
interviews Well  worth Owning,

UI T h e  Who's classic double LP Tommy, released inI I  I  1 9 6 9 .  found the band at the peak of their creative
powers and represented a musical milestone by
being the first concept album with a narrative linking
all the songs. Ken Russell's misjudged film of this
'rock opera' saddles the superb music with absurdly
overblown imagery and some strained performances
from well-known musical stars Oliver Reed and Jack

Nicholson. Although the influence this film had over today's pop promo
directors is clear, it now makes for quite painful viewing. Recommendedonly for those immune to
Russell's worst excesses.

PRICE

An unofficial sequel to Patriot Games, with Harrison
Ford reprising his role as American agent, Jack
Ryan. Instead of loopy Irish terrorists, Hollywood
finds a ready-made enemy in the form of evil South
American drug barons, who are out to revenge an
assassination. But morality becomes a little less
clear cut than in the average blockbuster, as Ryan
uncovers duplicity at the highest democratic level.

Many of the hi-tech warfare themes that figured in Patriot Games return
here, with some amazing set-pieces, although Ford plays a less active
role in the movie. Encoding isgood.

subjected to our  exact ing qual i ty control.
many now  cost  around the same as VHS fi lms.

MC:rtfE ABBA GOLD

Another well-encoded video compilation from the
Swedish Tower Pop' combo, mirroring the second
Greatest Hits album of two years ago, Although, track-
wise, Polygram are scraping the bottom of the barrel
Ian of the really big hits were on Abbe Gold) More
Abba Gold is actually a far better buy for comedy
value, as there's more actual footage, especially of
the latter years when Anna and Agnetha began to

look distinctly like a pair of middle-aged scrags. The later songs were
written when the two couples were having rucks, but anyone who could
come up with Summer Night City
deserves to be feted, not slagged.

In case you missed this on the telly on Christmas Eve,
here's a pocket-sized version of the first Inspector
Ck3useau film courtesy Philips. Although this
spawned six sequels starring Peter Sellers land a
good few without him) it's very different from the
screwball tour de forces that came to typify the series
in the 1970s. Clouseau is a more restrained figure,
hovering on the sidelines of this classy caper comedy

which actually has the suave David NiVert top-billed, Although still funny,
this well-mannered farce seems quite dated in terms of look and stylecompared to later films. Encoding
is generally good

Once again, a twenty-year old movie gets dragged
ANNII o u t  for a *budget' Video CD, but it so happens that
HALL th i s  is one of the few big successes of American

director Woody Allen. Garnering several Oscars, it's
the light-hearted story of a romance between a
screwball couple played by Allen and Diane Keaton,
when she was kooky and considerably less craggy.
Just for a change, Allen decides to play an insecure

Jewish intellectual who falls in love with a woman who is, frankly, out of
his league. As you might expect, there's not much drawing of guns and
the comedy is not of the slapstick variety, though the odd willy jokeprobably accounts for the 15
rating. Worth seeing, bin on VCO'

PRICE
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The saga of the original Star Trek crew finally came to
an end with the latest film in the series. And sadly it's
a bit of a turkey. This mish mash unites the Captain of
Enterprise-A (James T Kirk, played by the one and
only Bill Shatner) with his distant successor on the
Enterprise-D (Jean-Luc Picard, played by Patrick
Stewart) in a convoluted time-travel yarn with plot
holes you could fly a Klingon battle cruiser through.

The outstanding performance actually comes from sneering mad scientist
Malcolm McDowell. Although these discs became available well in
advance of the VHS version of the film, the fact that Philips haven't
released them in widescreen and seem to have forgotten Star Trek VI -
The Undiscovered Country (probably the finest film in the entire series) is
annoying. Encoding is, however.
some of the best we've yet seen ,11111h,

Whether you regard Pink Floyd as one of the world's
most important groups or simply as a bunch of
progressive rock dinosaurs there's no denying they
put on a good show. This epic gig was recorded at
Earl's Court during the band's month-long residence
there in October 1994. The group's surreal projected
films are presented here in all their glory, and
complement their seminal psychedelic meandering&

perfectly. Musical highlights include Astronomy Domine (played live for
the first time in nearly twenty•five years), tracks from Wish You Were Here.
The Wall and, incredibly, the Dark Side of the Moon album in its entirety.
These discs feature a thundering remixed soundtrack as an extra
incentive, but are slightly let down by an occasionally 'blocky' picture
quality which isn't as good as that
we've recently come to expect.
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 A  s promised,

we bring you a reg- --.11114
War chart of the best and best-sell-
ing games in Sega-dom and, as is

our style, we don't do it by halts, or as Alan
Freeman would put it, 'arts'. So Cream of Sega
each month will consist of the most up to date
sales information, compiled by Gallup and
authorised by ELSPA, or a personal chart com-
piled by the MEAN MACHINES crew, and an
interactive chart compiled each month by your-
selves. This is the best of software out now and
the titles you most anticipate.

It's nearly here'

1 !MS I •  I • •  If • •  11 II •
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The FIFA beater is coming to Saturn.
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BE AN OPINION
FORMER
Ws want you to create a readef's chart of top Saturn and
Megadnye Idles. Each month we ll be listing the games you most
want and those you are looking torward to, Just hit tn the
coupon. Also, fill in the part guessing the most Popular game 01
the month One or Wove smell enough to guess the too of the
reader's chart will win a copy of that gamel

MY TOP THREE SATURN GAMES ARE:

MY TOP THREE MEGADRIVE GAMES ME:

I'M MOST LOOKING FORWARD TO:

I PREDICT THE MOST POPULAR GAME WILL RE

NAME:

ADDRESS

Send to Crearn of Seg., MEAN MACHINES SEGA, Priory Court
30-32 Fintingdon ta nk London ECIR 3AU

. , . . . • • • , 0  •  •
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AM2's much-abused racer. Will It dt
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Still crawling around the chart after
six months. • •
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VII obviously doesn't have the impact
it once had

Accomplished version of the park-
building sint

Even thus tedious sport can sell.

Why are there no good golf titles?
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VORTUA FIGHTER 2

It must be the Dolby Surround that
gives it the atmosphere,

itself

ily excluded before, but DOW
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t•elling on the basis of a bargain price.

The best new tour in years.

Incredibly, just behind the new version.

The nomoo-different sequel to a stun-
ning game.

A 100,000 seller of 1995 still charting.

Where did this coma from? (A:
ancient history).
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Ever i e l t  l i k e  m e r c i i e s s l d
bl ow i ng awad d o u r  ba nk
manager, t a x  c o l l e c t o r ,
te a c he r ,  b r o t h e r ,  s i s t e r ,
be s t / r i e n d ,  w o r s t  enemd o r
Jeremd Be a dl e ?
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the  game o /  t h e  d e a r  l r o m
:e a  m 1 7  a nd Oc e a n.

I t ' s  t o t a / / d  p o i n t l e s s
v iole nc e  a nd  t o t a l l j
a dd i c t i v e  g a m e p l a „
P e r l e c t .

PC, PC CD-ROM MAC, AMIGA MEGA DRIVE SPOOL
PLAYSTATION SATURN, CD32, JAGUAR, GAMEBOY

0 MAN I I  I NS

IttlAu

Wha t's  i t  a l l  a b o u t?

We l l ,  r a t h e r  l i k e
the  m or ni ng a l t e r
a r e a l l d  h o t  c u r r d ,

the  l e e l i n g  i s  i m pos s i b l e
to  e x p l a i n .  Y o u  s i mp/ d

have t o  e x pe r i e nc e  i t .

So n o  m a t t e r  wha t e l s e  j o u  do
toda s ,  g e t  h o l d  o l  a  c opd

o/ Worms a nd b l a s t  a w a j .
Who k nows ,  ma j be  j o u ' l l
have t h e  Wo r / d ' s

ha rde s t worm.

WORMS PLAYABLE PC DEMO - h ttp ://www,team17,comi
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ny we' l i  an i ncr edi bl y
hi gh h a  as Bul l fr og,  i t
must  t fi c u l t  ge t t i ng
exci ted at  the  next

gr ound-br eaki ng pr oduct .  That  a i n't
sycophancy,  i t s  fact.  Plainly,  w i t h the
excepti on of  Power monger  (whi ch was
merely good)  ever y Bul l f r og game si nce
Popul ous has been a cl as-
sic.
Even better, they've managed
to knock out three games on
the Saturn in six months, with
Theme Park closely followed by
Hi-Octane. Similarly, Magic
Carpet is a PC conversion, as
Bullfrog work to a pattern of
creating a PC CD-ROM title.
then transferring it to console
formats. Despite this, they are
turning out to be one of Sega's
best third-party supporters lwe
beetled off at one stage to see
ongoing work on another pos-
sible conversion, Dungeon
Keeper).
Barely a year since the PC
debut, Magic Carpet is due for
the Saturn. There are few
games that we've anticipated.
or chased so hard to feature.
And on the dreariest December
day imaginable it came to pass.
with Cathy Campos, Bullfrog's-;:
Marketing manager, and Andy'
Nuttall, project Producer, in
attendance.

ACTION Otovtorrumf

BULLFROG

Flying Carpet i  as a project by Bullfrog program-
mer Glen Corpus. His initial achievement on the PC
was to develop a non-specific 3-0 world generator
that could be viewed in fast. first-person 3-0 perspec-
tive. At first, the idea was to use the engine for a flight
simulation, but the foreshortened horizon of the graph-
ics engine made it unsatisfactory for displaying the
kind of panorama needed for a convincing plane simu-
lation. In any case, Glen was more interest-
ed in creating a game that could be picked
up and played, without the need for exces-
sive amounts of keys or wading through
manuals. The essence of his 'action adven-
ture fantasy world simulator' was born.

1 6  M M  S E G A

11 CREATION



Andy Nuttall explains that the main task for the program.; 1 ,
getting the game to run at optimum speed while maintaining a
decent number of frame animations per second. The first porting
of the PC code produced a paltry three frames per second! Since
then, intensive programming, mainly on ways of saving the main
processor work, have boosted this to a much more acceptable
range of between 12 and 20 frames per second. Normally the

game runs at a smooth 20 frames, but
when a particularly large amount of detail
is displayed, the Saturn automatically
reduces this to prevent the game action
-
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vill only happen on levels far into the
game, when the amount of enemies in
any one level are reaching their maxi-
mum.
'Andy explains one ingenious method of
easing the Saturn's workload. Part of its
calculation in each cycle is analysing the
status of each element within the level;
from monsters down to trees and land-
scape elevation. This takes up a large
amount of processing time, and obviously
much of it is superfluous, since only a
small portion of each level is visible at
one time. The team have stripped out
unnecessary data for those elements not
within the range of the 'all-seeing eye'.
Maximising the conversion also involves
learning some of the arcane ways of the
Saturn, which is a machine with many
quirky features and some unfathomable
methods. The use of polygons is one,
Andy explains how they have come
across one peculiarity almost by accident:
when plotting polygons, the Saturn maps
them in a series of successive points.
Krysalis, the conversion team, have dis-

covered tkii mapping the points in one sequence, the Saturn
handles the polygon three times faster than an alternative
sequence for the same polygon! Also, for some reason, the
Saturn doesn't like flipping texture-maps on polygons, which run
many times slower than the same design displayed in the original
orientation.
However, the concensus is that the Saturn is probably an easier
machine to program Bullfrog's conversions for, since it relies less
on custom hardware effects like those on the Playstation. Since
Bullfrog game originate on the PC, which has no custom effects,
these do not exist in the original programming. The compantively
high speed of the
Saturn's main
processors can be
put to good use.

11
11
11
11
t a
n
o
w

1Pr410.11111o
,

AsaI l
i  
i
t

or

411
110
1 
c
o
v
e
n  
e
n
r
o
g
r
i
7

.
g
%

CONVERSION



Bullfrog are ready to admit that Magic Carpet was originally d
very hard game — perhaps even too hard. The Saturn version
may be made slightly easier to compensate for the profile of
the owner, and as a response to the PC version's only real
omission: in-game saving. This allowed you to save the game
at any point, effectively buffering you from any loss of life. But
as that took nearly a quarter of a megabyte of memory, it
wasn't practical to achieve in the Saturn's RAM. In any case, it
was an unsatisfying way to plough through the game.
Although the game won't be as unforgiving, it will certainly be
as challening, indeed it's even larger by the incorporation of
the 25 level 'Hidden Worlds' that Bullfrog issued as a levels
disk for the PC version.
They decided to add these to the main game rather than offer
them as a separate mode because they are just so difficult.
Any player making their way to the hidden
worlds, faces extreme danger in a matter of
seconds, as many less skilful PC owners win
bought Hidden Worlds without completing
the main game found. Cathy illustrates lust
how challenging the original was by recoun
,ing a story of a blunder with the original. It
appears an early version of the game had a
bug on the very last level. Although a recti-
fied version was sent to the duplication
house, the wrong version was actually
released. However, it was only several weeks
after release that anyone got far enough into
the game to discover it. Magic Carpet posed
a stiff challenge even to the die-hards used to
'doing' new releases in a matter of days.

The enchanting music wafting from the demo is all original. It was decided to
create new music for the Saturn version as the original used midi-files stored on
CD. The conversion enabled CD-quality music to be streamed directly off the CD
while the game was in progress, and also left more room in the Saturn's internal
memory for sound effects to be sampled at the highest rate. Accessing the CD
directly caused problems for one of Andy's novel ideas, 'danger music'. This
would change the normally calm musical score to a pacier
tempo when the player was attacked, making the music
more of an interactive soundtrack. However, the delay in
accessing the CD produces an ugly gap. Luckily, a sound
effect produced when the player is first hit bridges the gap
between the two CD soundtracks. The range of ambient
effects is stunning, using a spatial stereo effects and match-
ing sound to environment, like waves lapping when on
water, and the soft murmering of voices heard when passing
over the bedouin encampment,

EPIC

CUTTING A
RUG
The control mode is something still under debate
amongst the team, with no less than seven con-
trol configurations under consideration. The
game's complexity of functions, especially the
plane-style controls, make it tricky to convert to
the joypad after the greater flexibility of the PC
keyboard. Although the inclusion of a redefining
option is a strong possibility, the effectiveness of
the default control configuration is seen as very
important, as Bullfrog's intention all along is to
Lreate a game you can pick up and play without
labouring through a manual or mastering a tortur-
ius control system. In line with that, they've also

.iiven players instant access to two of the spells
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ected. The effect is to introduce the main game
action from the beginning, without any need for
preliminaries. AEOLIAN MODES



DEATH MATS
The prospect of a multi-player option was unexpectedly raised by
Bullfrog, who revealed that the long-awaited Saturn link-up technol-
ogy is ready, albeit not quite available to third-party developers in
the UK. The Magic Carpet programmers were hoping to get access
to the hardware sometime alter Christmas. meaning the chances of
(Jetting human head-to-head competition a very remote. but still
existent proposition. The team have a set of twenty multi-player
levels from the PC network game that could easily be adapted to the
Saturn. The main problem is the comprehensive testing that this
option would entail wheti the game is scheduled for completion
then release in early February, mid-March respectively. The fact that
Magic Carpet would be the first game to utilise it would require
extra care. l i the option does miss the deadline, Andy is convinced it
will be included in the scheduled Magic Carpet H sequel.

ALL-SEEING EYE
The potentially disorientating playfields are countered by the 'all-
seeing eye' - effectively a radar which displays all the level
elements within the player's proximity as colour-coded dots. The
eye makes the collection of mane and the location of creatures
easier. However, the implenienta-
Lion at the moment has a difficul-
ty. The detail in the eye is warp-
ing when the player moves,
which provkles a very pretty
graphic twisting effect, but is
sadly useless for a radar function.
Although this will be sorted, the
team are actually looking for a
qm1011
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CONCIOUSNESS
high-level of artificial intelligei i  J  hallmark of the non-

Player characters found in all Bullfrog games. Magic Carpet
has the most sophisticated yet (although this is set to be out-
done by their Dungeon Keeper project). There are three dis-
tinct levels of computer generated intelligence within the
game, for each of the different living elements within the
workl:
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M O N S T E R S
The monsters have a basic aim: to
maintain themselves•and destroy all
others. However, the range of species
evolve throughout the game so the
later wyvems and dragons are much
more skilled than the bees or vultures
iou encounter early wt. Large beings use spells and seek
out your vulnerable fortresses and weakened player.
Alarmingly, the creatures show signs of group intelligence

your castle is being attacked. surrounding creatures will
,warm instinctively to share in the

PEOPLE
ike the individuals in Populous, the
iiiman inhabitants are relatively weak

mid are there to be manipulated.
Their settlements and micamommus
.ire at your mercy, and the spell that
brings you mana may also be used to align them to your
cause. Under your banner they will light the other wizards
and creatures, defending your fortresses. However, the peo-
ple may turn against you, especially if ill-treated. One villager
whose tent land presumably family) was burnt to the
ground, was semi running to the play-
er's majestic stronghold to hurl stones
at the wall!

W I Z A R D S
Your real opponents are the seven
wizards who are out for exactly the
L;arne as you — mana, by all means
iiecessary. The highest level of Al has been reserved for
them, and they populate the later levels. Each has, to some
degree, a character, and all will take advantage of situations:
heading towards large supplies of mane caused by a mon-
ster kill; sPocilically attacking your fortresses to gain mana;
fleeing from attacks and using spells. They have also been
programmed to learn your tactics, eventually getting w e
and avoiding attacks. Once learned, they will retain the
knowledge to use in your rematches on later levels. So the
game is more difficult for the experienced player. as the
computer players react to their tactics quicker.



I COVER ear r to r

YOU CANNOT CHANGE THE
LAWS OF PHYSICS
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A unique and striking feature of the Magi  , r p e t  world generator, is how the programmers have
aimed to be realistic in terms of physical a!peicts, like the effects of gravity and momentum plus
the effects of your magic. If you cast a fiery spell across a forest landscape, the trees will contin-
ue to burn after the spell is finished, effectively leaving blackened stumps. Raise a volcano, and it
will eventually subdue into a smoking stack. The fractal landscape is subject to randomised
effects, so no two chasms or volcanoes you create will look the same. Great care has been taken
over the physics of the mysterious Mena balls. It's an impressive sight to see them trickle down
a hill, and the have been given an amorphous quality like mercury — Mena balls that collide with
enough force will melt into a larger sphere.

The gantr i es on the
walls are pr ovi ded for
archers w ho emer ge to
defend the castle fr om
at tack

FOR , RESS Pv NTALITY

Castles bui l t  on
precipices are l i mi ted
in thei r  expansion.

The idea of Castles arose as a means of defending your position within Magic Carpet — rolling around looking tor Mane
leaves you too exposed to the game's larger denizens which can destroy you in a frighteningly short time. Castles are a
means of storing Mana which you would lose it killed, and also as a refuge to recover. However, since castles themselves
are vulnerable to attack, they become a strategic part of the game: you have the option of just how much to develop your
castle defences and how much time you will spend personally defending the place. Castles may be placed anywhere, and
where they are placed has an inftuence on the game. For example, a castle built on water is safe from land-based creatures.
but vulnerable to Kraken attack. Also, building near a settlement may offer your castle the protection of the locals, if they
are aligned to you.
When a castle is built, it rises majestically out of the ground in one of the game's most impressive visual effects. At its cen-
tral tower your balloon is stationed — an airborne engine that will travel to collect Matta you have possessed. Once you
have located the castle spell and have sufficient Maria, you can enlarge your castle with further walls and towers, even
archers who will patrol the walls. Larger casks can store more Mafia. If your castle is attacked repeatedly, its walls will be
shed until eventually the central tower is exposed, risking all the Mane contained there. This sequence shows the progres-
sive use . . i s t l e :

The thi r d level  castle has an outer  wal l  to
pr otect the central  tower  Thi s can
wi thstand a cer tain am ount  of  damage
befor e col lapsing.



A or yvem unleashes a firebal l
di rectly at you.

Castles take on a dr ab aspect for
the last 25 'Hi dden Wor lds'.

The monster  spri tes have
considerable ani mated detai l .
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THE SPELLS
FIREBALL
The most used spell — will
destroy any creature with
enough hits. One of the
spells in your wizard's
'starter kit'.

POSSESSION
Essential to the game, so
sensibly included in your
'starter kit'. Possession marks
out neutral mane lor mane
aligned to other wizards) as
your own. Also aligns peo-
ple.

ACCELERATE
Originally two distinct spells
on the PC forward and back-
ward), this is now a general
purpose temporary burst of
high speed. Use to flee
ambushes or the dreaded
Duel spell.

CASTLE
Another mainstay, the Castle
spell allows you to build, and
then expand, your mane pro-
tecting castle.

SHIELD
Simply put, a Maria draining
spell that protects you from
the magical or missile attacks
of your enemies.

HEAL
Another of the simpler spells.
Converts Mana into health.

CRATER
A magical means of remov-
ing the earth from under the
feet of your enemies. Ground
falls away in awesome fash-
ion, damaging those in the
location.

EARTHQUAKE
A more powerful incarnation
of the Crater spell, with a
more devastating effect on
the earth over a wider area.

VOLCANO
Stupendous, highly-charged
and highly draining necro-
mancy produces a fully-
fledged fire-spewer from the
depths of Hell. Naturally lays
waste to the environs.

METEOR
The most powerful enchant-
ment, a sky-filling eruption of
fire that is particularly effec-
tive against the airborne
attackers.

LIGHTNING BOLT
A single charge of electrical
energy working like a more
powerful version of fireball.

LIGHTNING STORM
A curious electrical phenom-
enon that unleashes a float-
ing orb from which electrical
tentacles trace the sky, seek-
ing targets.

MAMA MAGNET
A utility spell cast on a mana
orb which then attracts the
surrounding mane to merge
with it- Makes it easier for
the balloons to collect.

ARMY OF UNDEAD
Cool spell which raises a
legion of skeleton warriors
who trek across the world
looking for victims_ They
attack indiscriminately, so
injudicious use of this spell
can lead to you or your cas-
tle coming under attack from
your own warriors!

WALL OF FIRE
A localised burning, with one
particular foe singled out for
body-hair singeing sorcery.

DUEL
A spell which potentially cuts
both ways. It forms a magi-
cal bond between you and
an opponent, with no means
of escape. Most strategically
used to pick on a weakened
enemy.

INVISIBILTY
No surprises here. A necro-
mantic favourite from
Madame Mimm to Gandalf,
both concealing and protect-
ing the physical form.

GLOBAL DEATH
A mysterious ultimate incan-
tation that would prove dev-
astating, if only you had the
huge amounts of Mama
needed to cast it on a regular
basis.
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BESTIALITY
The spawn of evil comes in many forms;
from lowly creeping things to majestic
malevolent winged behemoths. Glimpse into
the dark recesses of the Bullfrog Bestiary.

BEES
Angry swarms of puny attackers
who actions disorientate and grad.
ually weaken.

VULTURES
Low forms, acting like
Hitchcockian winged horrors.
Taking them out is a form of
'Carpel sport.

TROLLS
Lumbering, muscular and slow-
moving, they pose a greater threat
to your land-based castles than
your sprightly self
.

KRAKEN
The sea monster of every sailor's
nightmares, hordes of Krakens
make there way slowly across the
ocean, only their strangely human
torsoes visible.

WYVERNS
Dark representations like dragon
and demon, wyverns have speed
and aggression to match their
magical prowess. Populating the
later lev-
els in
number,
they can
rip the
Mane
from your
body in
seconds.

WORMS
Like the mysterious monsters of
Herbert's Dune novels, these vast
segmented forms roll around the
shores. They have magic and contain large
mana stores.

CRABS
A curious life-cycled creature that
grows in size and power, until it is
launching spells of considerable
power. Its final act is to lay eggs
which spawn further crustacean progeny.
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GRIFFON
This classic hybrid creature, lion
and eagle, is an aggressive
winged harbinger, sooty black
with demonic eyes. There are few
sights more terrifying than a flock of griffins.

DRAGONS
The streamer-like Chinese form of
dragon is used in preference to
the quadrapedal European tradi-
tion, as dragons snake around the
sky employing spells of greater magnitudes.
They are bold enough to assault castles —
and destroy them.

S E G A

BREAD OF HEAVEN
The central mechanic of the game is Mane, an esoteric substance that was central to
previous Bullfrog games, Populous I fit IL It's best likened to an energy force, one
aligned especially to magic, and one possessed of all creatures. For reasons explained
within the game's plot, a huge store of mane has been cast out across 75 different
worlds, finding its way into the forms of evil creatures and unscrupulous sorcerors.
You are a scwceror (and you can be as unscrupulous as you wish) who has the aim of
collecting all the mane you can lay your hands on, by destroying the creatures who
have attained it. Your method is magic, but those powers are limited to the spells in
your arcane. and the mane you already have — as using magic itself disperses mane.
In the game, pure mane appears as orbs scattered across the landscapes, to be collect-
ed by yourself or your airborne engines. Mena by itself is neither good nor evil. It
belongs to no-one until it has been marked by the most-used spell you have,
Possession. You are not the only one looking for mane, or the Only character with the
power to possess it Your seven competing wizards are seeking it out, and as they gain
more, their power grows too.

M e  or i gi nal  inspi ration for  Magi c Car pet's scenery was Cel ti c myth a nd
l egend.  Al though the game devel oped a Mi ddl e  Eastern theme,  shades of
Wi t t e n can be seen in sti l ls l ike this.
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Bullfrog would agree that Magic Carpet, despite being a departure, follows the
strand that characterises most of Bullfrog's games. We've looked through the
back catalogue for features and motifs that appear in Magic Carpet.

POPULOUS
The game with the strongest resonances with Magic
Carpet, which is in many ways a 3-0 updating of the
game idea. It has:
The Mane Concept. The idea of an energy force to
be collected on a succession of worlds, and transfer-
able into energy. However. Mena in Populous is
invisible.
People. The first Bullfrog game introduced the idea
of intelligent populations that could be used and influenced by yourself.
Spells. Magic was at the heart of the game, with ever more powerful spells avail-
able.
Land levels. Raising and lowering the level of land was simply portrayed, to
become much more dramatic in Magic Carpet.

POPULOUS II
Although not too different from the origi-
nal game, many of the specific spells in
Populous II: Pillar of Fire, Lightning
Storm, Volcano and earthquake were
introduced in isometric form. The per-
manent effect on the landscape was also

a novelty.

POWERMONGER
A strategy war-game that first used a mal-
leable 3-D world, displayed from a more flexi-

ble range of perspectives than Populous. The
idea of fortresses being used as defensive posi-

tions arises here, and the use of sound effects
for an outdoor ambience is an idea expanded

Magic Carpet.

TH E ME  PARK
Not as divorced as it may seem, especially in game
mechanics. Bullfrog certainly ported some Al rou-
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, nection is with the cartel of Theme Park owners that
oppose you. These find form as the seven opposing
wizards in Magic Carpet, competing in the game
with you.

HI-OCTANE
Bullfrog's most reLent reledse has none of the strate-
gic elements of Magic Carpet, but its 3-0 course
generator bears a striking resemblence to Magic
Carpet's world generator. The free-form nature of
Carpet has resulted in significant changes, but the
landscape 'feel' is similar. Morphing landscapes are

' also a feature of both games.

THE GATHERING

arart-1
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A skeleton
ar my has
f ound its
way to the
wal ls of
your  castle,
sets to
wor k on i ts
destruction,
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in a highly publicised and very expensive deal.
The American developer had worked with the
firm for several years on a variety of projects.
but their most celebrated titles had been

sports conversions. notably NBA Jam and their football
games Nome of Iguana's original team had come from the
first Madden game's developers).
Iguana are now one part of Acclaim's dual development strategy, (the
other arm being Croydon-based Probe Software) and it would seem
the sensible option for them to concentrate on the American sports
market. NFL Quarterback Club '96 fol-
lows on from the '95 versions, which
appeared both on Megadrive and 32X.
Naturally, the Saturn version is a leap
forward in technical capability.
What Acclaim have in mind is a raft

of sports titles based on the most pop-
ular American pastimes; wrestling, baseball, basketball and American football, all
commonly using their 'Motion Capture' technology.
Motion Capture, as detailed previously by MEAN MACHINES, is a method of
computer animation using filmed actors or athletes performing the action
required to be animated. It's more flexible than digitising animation, which uses
the actual film frame, as Motion Capture only requires data of various points,
usually marking the limb joints and extremelies of the subiect. In NFL, the players
are rendered figures, whereas the referees are depicted as actual digitised fig-
ures.
No American Football game has had that much impact since John Madden's '92.
which was perceived as an amazing breakthrough. Perhaps, NFL QB '96,
Acclaim's first home-grown next generation game, will open a new era.

A last minute arrival in the offi ce fi nal-
ly showing some signs of life at
Acclaim, who have been the slumbering
giant of the next generation console
market.

tp

HISTORY DICTATES
The Quarterback Club series has been characterised by some quirky additions to
the main season action. In the original, this was a bizarre training ground. Here,
it's a chance to match the greats or rewrite history by attempting one of the
game's recorded 'great moments'. A scenario is laid out, with a specific goal set
for your team. The real purpose of this is to let you see how particular plays are
useful in specific situations.
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HE SC
real popularity of sports games in America

mes from multi-player capability. The previ-
versions of GB allowed up to five players

a Megadrive/32X but the Saturn version
s the double-multi-tap ability of the Saturn

to allow up to 12 players playing at one time.
Six a side games were potentially very confus-
ing, so Iguana have made each player's posi-
tioning as clear as possible by using a variety
of symbols and colourings. The only other
game currently offering so many players is

as NHL Hockey.

Altiakti
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FROM THE
SIDELINES
Now becoming the norm for Saturn sports
games, NFL Off offers a range of viewing
positions that frees up the player in viewing
perspective. NFL's are impressively varied,
though some are more practical than others.
The sideline cam, for example, offers a view

appears pretty realistic, but is impossi-
, j u d g e  depth from. Most will opt for

angled views that pan automatically to
'follow passes and punts.
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Darius is characterised by
some really creepy effects in
the background. Between each
level you undergo a kind of
hyperspace smearing effect.

n there's wibblY
kgrounds, strange lights,

nsparency, rotating
indrical background

elements and colour-cycling_
very conceivable

dwareisoftware effect is
ployed.

rim puts great store by its bosses. These are of the old
school of game mega denizens; lots of little bombs and the
occasional lurch across the screen. Wonderfully nostalgic stuff_
And they resolutely refuse to die. The Japanese designers have
also come up with spanking names. The early ones we show
you sound quite sensible, but  will you ever get to see 'Risk
Storage', 'Curious Chandelier* or even •Vermilion Coronatus'-
More to the point, will you be able to spell them?

SATURN
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I to aro an ol d name i n the  arcades.  " I •Responsi bl e for  some real ly smar t  ear l y
cei n-ops (funni l y,  none  spr i ng to m i d i
thei r  r ecent  out put  has been l ess
i nspi r i ng compar ed t o the  amaz i ng

Mode l  I  a nd 2  cabi nets put  together  by Sega.
They i nstead seek r efuge in the  cut - down
scr ol l i ng shooter  cabi nets.  Never thel ess.  these
tr ansl ate r emar kabl y wel l  to the Satur n,  whose
ar chi tectur e is per fect  for  two-di mensi onal
scr ol l i ng gamest w i t h mor e l ayer s of  par al l ax
than ether  32 -bi t  machi nes.  and a fast  enough
pr ocessor  to handl e  l ets of  spr i tes.
Darius springs from an old coin-op of the same
name that was a bit of a reply to Konami's Gradius
series. Its big innovation was a two- . /
player option and a synchronised
split-screen, with two monitors
set In horizontal sequence
for a panoramic playing
area.
This has, of course,
gone. But the
game'S
essentially fishy
enemies have b
retained, as has the
multiple course
structure to
the game. Instead
linear level development, Da
a series of choices after each I
fan out into six different endin
mind-blowing number of differen
game which will take a considerable amount of
time to plough through.

Menaced by gi ant shr imps,  you try
to avoi d endi ng up as side salad.

you
hich
result is a

osses• and a

You gr ab a fish by the ball . [Fish loins your  side for  a bi t.
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FACTO
Darius has a complex weap g r a d e
system that initially fails to make much
sense. Soon ;I does — stay alive or be
filletted• For each shield you collect, p3wer
in three areas (shielding, front weapon.
ground weapon) is added. As long as you
stay alive, this power will grow. You cannot
select new weapons, but they will
automatically replace your earlier lasers

, with enough collected tokens,
Cr ipest Cyber neti c haddock!
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Lovely w ood panel l i ng effects!

What  a lovely smar t bomh
It's cosmi c m e n'

Under  assaul t fr om the disco l aser
-

1



CONE DESIGN
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ris tm it Thunderhawk 2, Mem!  s
a 3-D pa g o n  perspective, although
game en n e  is wholly  original, devel e d
on PC T h e r e  is also heavy weep
invol i n  Blaml the element of
contra r  this weaponry  is tempere b y
the twisted plot, which can he summe u p
as 'Bird on a Bomb'.
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S t  t B  ' M O E
Blaml starts as a technological breakthrough of the early 21st century. In
the first decade, scientists have developed nano-machines: technology
based at the molecular level. These infinitesimal machines have the ability
to replicate and complete an incredible diversity of tasks.
One particular scientist, Tony 'Flabby Defresco', responsible for nano-
programming, begins abusing the technology by encoding nanomachines
with his own DNA, instructing them to reprogram everything else to its
pattern. It was the act of a man with no friends, a fast-food fixation and a
body-odour problem. But soon that didn't matter as the mind-boggling
nano-replication engulfed the whole of humanity in a matter of hours.
10 years pass and, like a grotesque god. Tony sits at the centre of a
nightmarish world of monsters and mutations created on his whims, but
as much a prisoner of his own creations. He knows that a pair of isolated
scientists, sheltering underground, have developed a bomb to destroy the
Machinehead core — himself.
That pair are Kimberley Stride, a pneumatic young lady with a brilliant
mind. She has just finished the guidance system, with the aid of her rather
pervy assistant Orville McCandle. Sadly, her misplaced trust in McCandle
is abused when he knocks her with a spanner and straps her to the
incendiary. Before that, Orville couldn't help dressing her up in a skimpy
PVC outfit and styling her hair with the world's last pair of styling tongs,
just to please him. She looks dynamite.
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S  1 C O N D S  O U T
Kimberley's original plan was to send the bomb directly to
the Machinehead Core. Now, strapped to the bomb in the
Vorpal Blade, Orville is calling the shots. On each of the four
game levels he makes demands which you must obey. These i s
are detailed in the FMV sections prior to the game level. It's r
important to follow these more attentively than most FMV
sections, as Orville is pretty specific. Fail to comply and a •
game of chicken commences, with Orville sporadically
turning on the bomb's three minute timer in short bursts.

B I R D  O N
T H E
W I R E
To confuse things. Blaml incorporates a
secondary playing area called the
Machinescape. This is, in the best
traditions of Internet geekery,
Cyberspatial. It depicts the virtual mind
of the Machinehead, and so is equally
hostile to the Vorpal Blade. It's also an
excuse for the programmers to go all
trippy and introduce loads of gratuitous
visual effects. Cyberspace does serve a
vital function, however, as it contains
objects missing from the real landscape
in virtual form. These are held within
chambers situated at the edge of the
circular Cyberspace. Disorientated?
Never mind, just locate the objects and
match them in your mind to the missing
pieces of the landscape. When you
return, pieces of the landscape will have
been altered, usually allowing you to
complete a hitherto impossible mission.
Entry to Cyberspace is via terminals
provided on all levels
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I N T E G R A T I O N
Continuity within the game structure extends beyond
the intertinking plot sequences. Blam! is structured so
that the activities and items of one level extend into the
following sub-levels. The game has four distinct levels,
subdivided into three parts, with most work done on the
initial two missions; The Train and The Agent. The Train
exemplifies the idea of continuity, as it is central to each
stage of the first level. The first task involves locating
and powering the train, the next stage has you guiding
the train around a network of track, avoiding enemy
trains. The final section has you replacing sections of
the track from the Machinescape to allow the train to
make its final ascent.

•

This stage rewards you wi th
a gi ant  pol o mint.

Bondage babe Ki mber l y
Str ide tests the bi g
bang theory.  O f  course,
fil th l ike this has no
place in games.

P O P  A R 1
Blam's punchy cut sequences were
created from comic storyboards,
originally in sketch form. The project
has its own writer specifically to
script scenes and dialogue. The
comic strips may find their way into
the final boxed product.

Alt
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NI L. IDOINT

Somethi ng tel ls us this chi ck's
coat's too t i ght

The biggest problem with the Saturn conversion process (Blaml is
written primarily on PC) is the memory restriction created by the 2MB
HAM of the Saturn. The detailed texture-mapping of the Machinescape
uses more memory than anything else in the game, and those textures
have had to be simplified and adapted to occupy less space. General
grumblings about some of the other machine's workings belie the
difficulties involved in porting games from one format to another using
the C language. The mechanism of polygon generation the Saturn uses
squares instead of more economical triangles echoes problems Bullfrog
experienced with Hi-Octane last year.

. . . sequences of  memory..
intensive—

. . . demonstr ated thr ough two
different. . .
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Bein
the
with
deviousness. A
yourself to be t•
into the air by the bull
and grab some of the
sticks of dynami
conveniently fl
around on the e
parachutes. Get
bull to knock th
dynamite into o
the pot holes a
you're away. Once
into the labyrinthinew
tunnels under the b
ring look for all the
components you'
need (such as
sandpaper, TNT
doubtless all
manufactured by
Acme) and emerge
back to the surface
execute your esca
You can leave the
to the mercies of t
slumbering lions in
the cages down
below.

T
o
y  
S
t
o
r
y  
w
i
l
l  
g
i
v
e

futur e i l l iegadrive
games a tough act
to fol l ow,  but  Sega
are havi ng a cr ack

at a t i t l e ai med at  a si mi l ar
mar ket w i th the  for thcomi ng
Bugs Denny  i n Doubl e
Tr oubl e.
Eleven levels of principally
platform style action will ails('
feature various guest stars,
including Daffy Duck, Porky
Pig and Yosemite Sam in
. ...I nous disguises. Lesser
known characters such as
Gossamer and Babyface also
make an appearance,
preserving the feel of the
classic Warner Brothers

shorts. All the scenarios and.situations are loosely or
exactly based on those seen
actual Bugs Bunny cartoons.
Bugs Bunny in Double Trouble
has been developed for Sega
by Probe, with graphics by
Climax, and is expected to hit
the shops around Easter. In
the meantime, we sneaked a
look at some of the earliest
work on the few existing
levels...
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aunted mansion
s programmed that
but Sega have prom'

sett s p o o
possible
- 6  
w o r
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a series of doorways• l o u r - c o d
keys which grant access to vari
locations around the house. Wa
out for the orange blobby bloke
Gossamer, to Warner Brothers
enthusiasts -  and vampire bats

hich pursue you round the
se. On the bright side, there'
avily made-up rabbit babe
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mpting you into the house's
darker corners. Beware rabbits
bearing lips, that's what we say.

• erneath the house, Yosemite
is in mad professor m -

• ducting bizarre experim
laboratory dungeon.,

4N,

amiliar setting of Bugs e s t  home is
enano for one of the game's three opening
nfonunately, the tranquility of countryside li

spoiled by that classic Warner Brothers devic
opening of rabbit season. Or maybe that shou
"wabbit season", seeing as the vocally challe
Elmer Fudd is doing the hunting. The only w
of your predicament is by dropping Daffy Du
Allow the frantic mallard to chase you throug
forest, taking care to stay a hare's breath in f
him (groan). Every time Daffy passes by one ••
rabbit season signs it flips round to show a certai

lack duck. Watch out for caterpillars and vicious
ut-throwing chipmunks on the way. Get around
aling tree ladders and vines -  particularly tric
mos can be achieved by launching yourself
e top of Porky Pig's ample tummy. If you
mplete the level. Elmer marches up and blasts

duck instead of you at the end.
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and his 1949
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of o ' m e  Warner Brothers laves -  Marvin the Martian. In this
ga D  Asteroids, Bugs and Marvin attempt to knock each other
off t p a c e  scooters. Collect the floating fuel tanks which
occasionally appear between the i d s  in order to keep our min
spacecraft chugging along.
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Give your  extra-terrestr ial
nemesis a ki cki ng in this
spacebound scooter  smash.

So Just why was that  l i ttle
green fel la always dr essed as
Roman soldier? Wel l?

COMING.
•

re te%4 s I  include 'Mad as a Mars H
fender-style affair with Bugs crouched in a

flying saucer - you'll have to dodge the laser
re from Marvin, the lava from a spitting volcano

and the erratic driving of Space Cadet Porky.
'Hairway to the Stars' will be another platform lev
You'll need to locate and carefully synchronise fou
switches hidden in a maze of Martian platforms. If
you're successful in fending off Marvin and holdin
on to your Audium Q36 explosive space modulat ,
(we don't know what that is either) then you'll get
leave Mars in an escape shuttle. Hidden somewhere
on every level in the game is a small Warner
Brothers logo. If you succeed in picking this up
you'll enter the bonus level, where "you'll have to
pick up carrots • •  , "  according to Mike at
Sega. "We're n e t ! "
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am nowher e  wi th thei r  fi r st  no,  t i e .  Gunstar
-iuretts. The  gai ns is now  r egar det .  one  of  the

fi nest  hi legadr ive ti t l es ever  pr oduced.  However .
some peopl e wer en't  sat i sfi ed and the  phr ase

"one  hi t  w onde r "  was bandi ed about  r ather  unfai r l y.  Out
Treasure dum bf ounde d thei r  cr i ti cs one a g a i n  w i th the
super b Dynami te  Headdy.  and thei r  stens s  one of  Sege ' .  best

'el oper s was secur ed.  Now  they ar e en t h e  Satur n mar ket
-I, i f  ear l y i ndi cat i ons ar e anythi ng te  go e y  have another
tetanal  classic on thef t  hands.
,Isure's main claim to fame is the originality of their e i r  extremely

ayable games. Thankfully, the creative cup is still ove G u a r d i a n  Heroes
benefited greatly. The plot is wandering into RPG ten' n  evil d, o n

ig the local town and warriors being sent to win it b
re e  being that the action is centred around

p out of everyone, instead of
tr o u n d  vast landscapes. What also

iginal is the amount of on•screen
Us b a t t l e s  are limited to three or four

.iracters. b h a s  as many as ten different fighters, som4 0 1  WM
all hamriwrInn a y  to glory. Couple that with three differ:, o y e s
le.•  w h a t  you have is tar more beat 'ern up febti y ii., h a n  you
ci i d g m e
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JUMP
AROUND
As hinted at in the intro, this game is not
just restricted to one playing area. Using
the L and R buttons causes you to leap
back or forward a space, getting nearer
or further away from the screen. This
enables the action to take place from
three different 'paths'. Obviously, the
further back you are, the smaller your
character gets, and the heat of battle
becomes harder to make out. But as you
jump back towards the screen, your
fighters and the enemy scale to size and
the action gets suitably more frantic

A HELPING
HAND
As well as the standard two player mode, at certain
points in the game some of the characters you didn't
choose decide that as you're getting a complete
caning they're going to jump in to help you. You
pick up one of these characters as early as the
Graveyard level, and he stays with you 'till the vet.
)
,
end. Others will join and fight for the duration of the
stage you are currently on. However, their services
are not just for fighting. By pressing X, a speech
bubble appears, and you can select to move your
'buddy' to various positions on the screen. They can
be made to stand in front of you, so that they take
all the hits, and the same for behind you. They can
also be made to stop or start attacking, or just stand
there being completely gormless. The choice, as
they say, is yours. •

Arise from the dead you evil spawn of
the devil's son. Or wake up Gus.

Let us pray. Lord thank us for this
dinner, and my groovy green slacks.

EN= m a
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TAKE YOUR
PICK

Wel come to Bullseye,  super;
smashing,  gr eat.  On the oche etc.

The most novel aspect of the game is the
chance to change your script as you play, After
a certain number of fights and people
destroyed, you get the opt ion to choose your
next place of battle_ Usually there are three
options to choose f rom and, depending on
which one you choose, these affect the
background and the characters you fight. The
best thing about this is that the game can be
different every t ime you play, with all the
different people becoming harder to find,
especially as you keep forgett ing which avenue
you went  down. Some of the paths will
dramatically reduce the length of the game, but
others will almost double it if  you are lucky or
unlucky enough to pick them.

i l i nnn two you get  a lovely tour
thr ough the countryside.  Or  a mini .

Ma nn one,  w e  have the lovely town
level  wi th matchi ng sofa and curtains.

A n d  Bul ly's speci al  prize, a  pack of
dogs out  to ki l l  you.  Smashi ng.

I C.._ L U N G E
you,  t o l l ,
YOU AND.. .
Another brilliant addition is the multi-player
battle. Should you be in the position of
having a tap and enough joypads land
mates), this game takes on a whole new
appeal. By selecting the versus mode, and
using all the previous peripherals, the
action switches to one screen where all the
fighters contest a battle to the death where
the last person standing wins. Not only
does this make for much hilarity, it can also
facilitate an incredible amount of
backstabbing. Powerful magicians can all
do plentiful damage it they are far enough
away, but the most annoying character is
the little rabbit who usually follows Randy
around in the normal game. Because
Edward M. Cognac (his proper name) is so
small, he can hide behind the scenery and
wait until almost everybody is dead before
starting his attacks. So to prevent the furry
git winning all the t ime, cast a few spells
and gang up on him, because it does get
very annoying, believe me

Ono man a nd his w a nd show us the
way. Dow n to the chippie,  then left—

Congr atul ati ons,  a nd celebrations.
Crack out  the champers,  bravo.

NOW.



BUSHI  G I N J I R O
zor argument 's  sake, we'll call this
luy Ninja and be done with it. Even
•.o, he is easily the best character in
•1 le game, with the widest range of
naves you are likely to get and lots
,f magic to add to his arsenal. He
Imo has lots of good air attacks that
an scatter any opponents in the
,
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jet big combos with -  we managed
125 hits!

NI CO L A NEIL
Despite sounding like an Essex girl,
she is in fact a priest f rom the local
temple. And although she doesn't
possess a weapon as such, she
makes up for this in the magic
stakes. Her attacks in general are
weak, and are more for defensive
than offensive purposes, but a
couple of good magic attacks
shouldn't provide you with too much
to worry  about whilst  ° lav ing as her
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-our character appears. This consists of six
-dements that will benefi t your fighter in a variety
f ways. The six characteristics are Power.

Energy, Knowledge,  Spiritual, Speed and Luck.
Obviously, if  it's a superhuman fighter you're
,
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.vill grant your wish. The more Knowledge and
_.;piritual the person has, then the more equipped
they will be when it comes to magic.  However,
is  a general rule, it is much more beneficial to
increase everything more or less evenly to bring
out the best in the characters.

THE FAB FOUR
R A N D Y  M .  G REEN

Bizarre names just keep on coming. This chap
has only just become a magician, and has a

partner by
the name of
Edward M.
Cognac

\ .
\  The rabbit

can be
used for

' a  kind

___....) o f  clearout

/ a t t a c k ,  as he burns allenemies by turning
himself into a fl aming
ball of fluff. Overall,  he is a bit  weak at protect ing himself, but
makes up for that with a good general technique_

There are four characters for you to fight under, and guess
what? They ell have completely different fighting styles.
Novel eh? Anyway, here they are, in all their glory._

H A H N  S A M U E L
The tradit ional beat 'em up character who carries a
sword and has huge
muscles, His  sword is
immensely  powerful and
carries the bulk of his
force, and he has a
couple of particularly
nasty jumping attacks.
However, his magic-
casting abilit ies are
somewhat  limited,
seeing as he has only
one spell. He is slow, but
his power more than
makes up for that. He may take
used to_

a while to really get •
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developer ,  h ai ls
f rom Brush. G us w as
more t h an  in t erest ed  in
th,eir in n o vat ive ' n u t s
an o l t s '  apprpach  t o
pinball with Ut2-

.1- • . t 1
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MEWL

,
or  Jel i n Har r i son and Roi l

rector ,  spi r i tual  home (for  the
last t w o year s pt  l east) has been
Chicage.11111reV Wi ndy Ci ty  i s
also pl i lbal l  c i ty — bor ne to the

gi ants of  the  tabl es' manufactur er s
Wi l l i ams and Bal l y-Mi dway.  Whe n the t w o
pr ogr ammer s set about  cr eat i ng thei r
ow n pi nbal l  simulatinti . ,  I t e m  the  real
w ood and metal  exampl es of  the game
that  woul d prowl  t h e  i nspi r at i on.
Tilt was a maiorpro I v y  sense. P
N M S
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compabiles like Virgin — o t  Spot from
Megbdrive to Game Gear. i l l  was an overdue

Wor t uni t y  to create something of th ir  A o
r p

irgiragoare b  _
year schedul 6 4 1  er p. ed even
more Interest i b l 9  *moot's,

1 teal pinball machinestighg o m e  o.4.164, the game's six tabl
The projeciekitikal o f  the most
advanced hardw t i . . s i g n e d  on the
much-used 3-D Stu io, N t u r n e d  mid-way
through the project to Aar more sophisticated
Silicon Graphics set up, using Alias Wavefront,
which led to a range of striking effects never seen
in a pinball game before.
And after Saturn Tilt, a sequel as part of the deal
With Virgin. NMS have new features planned for
that which will reflect the constant updating seen
in actual pinball, examples being magnetic effects
and 'fantasy' elements impossible on a real table

transparent ghost tartlets.
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This must be
And you wondered
was cal l ed Scorcher.

4 2  M M  S E G A

'Scor cher ',  commonl y  r egar ded as a ver y
hot day,  as i n "Phew.  w ha t  a scor cher ".  wi l l
soon mean somethi ng else,  as i n "Phew,
what  a r aci ng game".  Scor cher  is the  r eti -
t l ed Ver ti go,  one  of  Scavenger 's  t w o Satur n

pr oj ects at  the  moment .  Li ke Amok,  featur ed some
months back.  Scor cher  ar ose out  of  r esear ch i nto the
3-D capabi l i t i es of  Satur n har dwar e,  and uses them to
str i ki ng effect.
Scavecluct is a mysturtuuS and confusinti uompa-
ny of development teams on a global basis, but
based in America. Their Lemon is responsible for
Scorcher, whtle the better-known Zyrinx team
have rwoduced Amok.
The game is still early in development, with two
playable levels giving an idea of the speed and
complexity of the graphics, plus the odd inertial
control of the player craft.
However, Sega of America were so impressed
with the early demo that they distributed it
amongst other third-party developers as a
demonstration and incentive for their own Saturn
work, Sega UK are equally enthusiastic, and if
they gel their way, Scorcher will be one of the big
games of 1996.

Scorcher
itdemo

JI

PRENIEW

I 1 : f (
-

OFF YOUR GYRO
The gyroscopic vehicles of Scorcher are strikingly original. Your player sits inside a wire-frame sphere
which is propelled forward by a mysterious force lthere's no visible engine). It means that crashes in
the normal sense are impossible, as the sphere will roll around most items marble-fashion. The course

construction makes the most out
of the weird inertial forces at
work with ramps, cylindrical tun-
nels and banked curves.

(82

Surf  the Sc orc her
superhighway in your
wh in y wire  frame
wagon, bouncing
across a ll obstacles.
Or something.



r sonruRA 95.___timmiJ.11 7:1

Sharp
bends
keep you
on your
toes,
obstacles
l oomi ng
at you
ar ound
each
bend.
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Cut  thr ough the
gl oom on a j our ney
thr ough Steve's
scummy plughole.
Dodge  the hai rbal ls
a nd ol d bi ts of  car-
r ot in your  quest for
the over fl ow pipe.
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CRAZY
PAVING
The feature that really
caught Sega's attention
was the amazing textured
3-D Lemon have used to
create the landscapes in
Scorcher. The shadowed,
moody speedways use
light-sourced ray-traced
textures at a higher resolu-

tion than previous
racers like
Daytona.
Sequences show-
ing the tunnel
hewn out of earth
are very impres-
sive - the detail on
the rippled walls is
incredible. The
effect is enhanced
by the disorientat-
ing twists and
dives in the layout.



PLAY AS DURAL

Cambridge and Dorian S 113°0 for
those. So when you are on the
character select screen press
Down, Up, Right, A + Left together.
Dorien S also rather excellently
pointed out  that if  you hold down L
or R buttons on the character select
screen, the opt ion to change the
pad configurat ion comes up. A is
standard. B is  easy, with all the
other buttons acting as P + K
together for instance. C means
every other button is Defence, and
edit is your own personal choice
f rom the options screen.

EME

TOP SEN D IN G  I N  MO RT AL  BLOODY KO MBAT
TIPS!!!  M u c h  as  I  lo ve t h e g ame,  open ing  yo u r
envelopes in  an t icip at io n  o f  so met h in g
special an d  t h en  fi n d in g  " I  h ave  found t h e
endurance m o d e f o r M K  3 "  is  b eco min g

so co m m o n  I  h ave t o  w e a r  p ro t ect ive t ip s g lasses.
i I  w o u ld n ' t  m in d  i f  t h ey w e re  a l l  n e w  and

unknown, b u t  so m e o f  you  even  h ave t h e ch eek t o
send in  t ip s  w o rd ed  a lm o st  exact ly  as w e  p rin t ed
t hem. N o w  I  lo ve you  al l  real ly ,  b u t  t h e n ext
person t o  sen d  in  M K  st u f f  w i l l  g et  a  n ast y  v is i t
f rom t h e  M E A N  M A C H I N ES Reservo i r  Dogs w h o
w i l l  co m e an d  cu t  yo u r deaf  ears  o f f .  O n  t op  o f  t h is,
t h eir le t t ers  w i l l  b e  served  w i t h  t h e u l t im at e
punishment  possib le -  ban ish ing  t o  t h e cru st y  b in  u n d er
Gus's d esk,  t h at  p lace o n ly fi t  f o r le f t o ver egg  san d w ich es.
Tee Hee!  Sen d  yo u r ream s o f  w o n d erf u l  ch eat s t o  NO , NO , NO T  THE B IN !
PLEASEll, T I PS DEPART MENT .  M E A N  M A C H I N ES SEG A, PR IO R Y COURT, 3 0 4 2
FARRING DO N L ANE. L O NDO N EC' IR 3A U .

NUNN

Allisormal
S A T U R N

RDITIT;
OK, it may  be exactly the same as the
original cheat to get Dural, but  it still didn't
stop lots of  you sending it in, c laiming that

it is the best cheat and you should win a prize. Cobblers. You've got  more chance
of playing up front for Man Utd, and having the customary relationship with Dani
Behr, Anyway, thanks to Phi
l lHargreaves of Leeds, David King of

TEAM BATTLE MODE
BEI

1121111111611i1.
DURAL

_PAL_
LAU_J

_11111-1_
m o t

P  WEB
1111111111511.

DURAL,
SPOLfft_J
JACKY
„UWE

El4P

,

THE
PLAY AS AKUNIA

•
•

As Akuma makes his second appearance in these
hallowed pages this month, we extend a
congratulatory hand towards the following people
who managed to find the not so hidden way of
accessing him.  They are Richard Davies, Steven
Noad and Jonathan Rafferty. To do it, go to the
character select screen, and press Up, B, Down,  Z,
Right, X, Left and Y. Akuma's black out line should
appear over the place of your character, and you
can then select him.

' Cop that  you bounde r ,
-  A  m a t t e r  
o f
honour  is settl ed wi th a good slap.

1I   d=11WI

'161111•111111111”'



By the t ime you read this, Rally
should be in the shops, meaning
that the next wave of big titles is
complete. To celebrate this, Sega
have offered 500 copies of the said
game to give away. Just tell us:
what sort of an idiot  would fall for
this? Answers to us at the usual
address. Anyway, if you fancy
playing this on Mirror Mode without
having to complete it, get to the
Championship/Practise select
screen and s imply  hold down X,
before you start either of them, and
you'll be whisked off to the
reflections of their former selves.
Thanks to Neil Crayne f rom
Kingston in
Surrey for
that one.

1PLAY AS AKLIMA

THIMMIERHAWK 2:
STOR

LEVEL CODES
One of our fave games to materialise this
year was Thunderhawk 2. Still regarded with
high aplomb, it was by no means an easy
game. which is why a huge slap on the back
must go to Brian Ellwood for completely
ripping it apart and coming up with all the
level passwords. These were easily the best
tips of the month and quite rightly earn him
the prize for best tip this issue. Phone in to
tell us what game you would most desire. On
with the codes.

SOUTH AMERICA
1, J3NHL1FC5OBORHS2
2. J3711 NC7OBDROK13
3. JZKHU3C9PBDRIVA
4. J7L9S7COUBDRVCI

SOUTH AMERICA: NIGHTFALL
1...17APSBCTLFDBT3R
2, J699T7CLI4FDBR71
3. J9..10C17COVFDB100

PANAMA CANAL
1, ..18CIEIREKILICBTII
2. JRSORMCK1JCBAPI
3, JOH4AMCM4JCB182

CENTRAL AMERICA
1, JONKRNCBGNABSAA
2. SID4RNCAONABC111
3...ITAFINCCCNAB141

EASTERN EUROPE
1. JOCiSRMCELREBTBA
2. JJEKAML3KREBC1B2
3. JJARN54VREB120

MIDDLE EAST: RECAPTURE TERRITORY
1.119KRNT711/MBTS0
2. JIE4RNT9DVMBOHO
3. JIVKIINTRPVMBOUA

MIDDLE EAST
.  O I L  
D I S P
U T E

1. JLI4FINDRRU36BSVO
2. J1.6KRNOT63613000
3...11(74RNDUK36B1T1
4. JN9KRNDOM36E11/00

SOUTH CHINA SEA
1...IMP4RND0066BSCI
2. JMYKRNDIH6613042
3. Last Level: do it yourself!

MIRROR MODE

I tr) , 1 1 0 1 1 -01
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X-MEN: C 111111iii: OF THE
Our sumptuous guide following these very pages is
topped off by this excellent cheat to get Akuma. Akuma
and his moves will be included in next month's part of

the guide, but  for those of you who cannot wait, here is the way  of doing it  for 1 player and 2
player to choose. Follow the movements  shown, but a word of warning:  for the first square
and the last square, you must leave the selection box on them for the same t ime eg. 3
seconds. However,  once either player 1 or 2 has selected Akuma in versus mode, finish the
fight, and when the continue and opt ion screen pops up hold down L or R and select
continue to get a character select menu with Akuma on it.
Finally, a word of thanks must go to the delightfully ginger s
l a i f I l t !Smith for the loan of his pencil and crayon movement  guides
you see here. We are not  worthy. Also thanks to Richard La
Ruina for sending the cheat in.
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SECRET PLAYERS

LIVE 'BE
There are a loads of other players available to select in this game. and
Ersin Mehmet found them alit Streuth. Anyway, there are far too
many to list. but for the superstars include Micheal Jordan and
Charles Barkley. Go to the Create Player mode and enter the players
names, then 00 NOT change what they looks like etc. and then press
start. Select Yes when asked if you if you wish that player to used on
all games, and the created player will be in the Free Agents part, and
all you have to do is trade him to their respective teams (Chicago

Ils and Phoenix Suns). If any of you happen to be in the know
bout the NBA, then try creating some of the more obscure reserves
r more characters.

P L A Y E R  A

4 6 M M  S E G A

PISTONS 8
-111 SPURS a n o m
o m m i h m
,  8
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ZONE
PAPER AEROPLANE
I can't make out exactly what  this litt le t ip does, but  I think it gives you
a smart bomb type thing. Anyway, let Richard Sweeny from Mid.
Glamorgan take you through it. Start the game as usual, but stay in
the first panel so you can practise this cheat. Press and hold B and C
for a couple of seconds. Keeping them held down, press A as well.
Sketch should have torn down part of  the page and made a paper
aeroplane Out of it. He then throws  it at the enemy and it  should kill
them in one go. It does take off a bit of your energy when you do it,
and if you don't  duck afterwards when the plane is on it's way hack.
it'll take off even more!

CODES
Although this isn't radically different f rom the other two, many of you
bought  it, and Tom Hill f rom Devon has sent in a few tips for it. If you
have the crowbar,  and want  to get any annoying Rashers out of your
way, he says it is best to let them get close to you, move away and
then zoom back in towards them and clobber 'em with the crowbar,
and they'll fall of f  every t ime. He also gave us a couple of codes.
1559 POU3: Level 1 with Blur bike(?)
8001 AAAH:  Level 2 with Stiletto 600 bike
8800 BD09: Level 3 with Perro 250 bike

4



OPTIONS SCREEN A N D  LIVES
The guy  who's  permanent ly drunk (legless - geddit?) returns, as we
uncover a couple of ace cheats. The first lets you select an opt ions
screen f rom the map section, To do this you s imply  hold down L and R
on the map screen and press B. If it doesn't work  you can all blame Marc
Maskrey for it, as he sent it in. The other was sent in by Duncan Wright  f rom
Manchester, and lets you gain twenty extra lives. Pause the game and
press Right and B simultaneously. The press Lef t  Down,  Button R. Y. C
and Z to get the lives.

' M E G A D R I V E  3 2 X
111111111A
CHANGE COLOURS A N D  N E W C A MER A  VIEWS
We had quite a few tips for this arrive in the office this month, so here are the best for you
to muse over. On the character select screen, choose your character and then press Up and
A. When the game begins the fighter should
be in a dif ferent outfit. Also, if you use some
of the buttons other than A, and use down
instead of  Up, then you'll see some more
dazzling costumes. You have Simon Milford t..
thank for that. James Garrett also came up
with a few more camera angles. Go to the
options screen and move up to camera and
select Sky Cam. Now keep tapping right on
pad one until two new angles appear. They are
Backside 1P and Backside 2P which,
unsurprisingly, put  you behind the bot toms of
either fighter.

TVIM S E G A  4 7



as m a y  m a
or not  have
gather ed,  w e  a t
the ME AN
MACHI NE S  offi ce

•  l ike a game of X.N1
and then.  So.  w e  M i l k

you.  I n or der  to
you for  the  months  of

we  have come
-A few smal l  poi nter s

you al ong the  way.  Thillallt
ar acter s MO net  DNA% the

same vei n so we 've  l oo
e. ich moo i ndi vi dual l y a
aortae up wi th easy co

_At star t you off .  I r ani '  fi nd other
s pe c i a l  m ov a ta  ha r e  t o o  i n
this,  the  fi r s t  I nstal ment  of  a
t - p a r t  gui de.  Get r eady for

Le l l e nt  gasseplay i n t
battl e of  the  m ut a n

lorwa n c h  butt
orward tw d a s h  and •

• g  c o m b o s  o r  g e t t in

N E R
O V E S

am n moves „ire i r e d  among t h e
erecters anilar w o r t h  repea g

every time %Aortal
each p e r s o n *are the mole im es to cons'

Mt n  rj wh it n  fi ght 'lithe charact m o v e
b R

I
a
r
e  
d o w
n ,  
t a
p  
f o
r w
a r
d  
o
r  
b
a
c
k

punch to roll away from an opponent.
.41•1111111- - a l b  I M M O . '

S T O R M
Storm is one of the easiest characters
to pick up. and her wide range of
attacks make combos easy to find
Her ability to fly is good for longer
range attacks but the characters
with diagonal fireballs will soon
bring her back down to earth. Her
hard punch moves, when standing
and in the air, are especially good for
linking together special attacks,
X-MOVES:
Level 2: • a  + KKK) Push opponent away.
Level 2: (Ala + +  KKKI Pull opponent towards.
Level 2: ( 4
,
4  •  
+  
P P
P )  
S t
a y  
i
n  
a i
r ,  
a
n
d  
u
s
e  
Y  
t
o  
t
h
r
o
w  
fi
r
e
b
a l
l s
.

COMBOS:

I, Start with a pu , ; .  . t  d luck and go ,nto a standing hard punch w il
tor a Typhoon ; ;  hard punch for the Typhoon to co,riptete 25-30',

4 8  M M  S E G A

en you begin, it is wise to cho s p e e d y
moves that are easy to pull off g i v e  you a

er chance of stringing together h o s  o r the
a ility to make a speedy getaway if things don't go to pl
If you do have trouble getting the combinations down, t
computer will often do simple three to four hits on you
when you play against it. so make a mental
the versus mode to practice them. Surpri • s  i g e t
an ending if you manage to complete t h e  easiest

le setting, but even here c h a r a c t
ly powerful, so cheesy s  may

the A n o t h e r  important fea i s  th
kneaded to perform the X-Move.W  V  hnr k half fu

turn g ra n
g
e  
a n d  
y o
u  
w i  
e  
t
o
l  
a
t  
y
0
1
.
1  
h
a
v
e

vel 27rhis is the time u s e  m o v e s  mark
for each char s a v e  it and

III e r  d k s .  i t  U t  .
w h i c h  i s  L e vhe d i n g .

U M W  i M i t i

O M E G A
R E D
One of the stranger
characters in the game is
actually one of the better
ones as well. His whip
attacks are very useful
and can be performed
from any angle you
desire. His other tentacle
attacks have a long reach
as well as short, so combos
can be easily strung together.
X-MOVES:
Level 3: O b i *  + PPP) Omega Destroyer.

X-DOMISO: Gat in
doss do two low
punches and stun

the tOta te ll tor
the X IWO.

Me n at down
right. hit hard

arch c _
the rotation and

priest. TWO
punches to unleash

the bolts of lightning
On the dared

Opponent

th e  n i t,VL .PCIIZ ' a

ihbo

2 Do a slow Lchinmg neck followed by two small punt ies. Then do a hard punch :,1. i r , /  20%
damage.

COMBOS
I Start with a 'tamping high punch and aS $00
,
1 e s  y o k ,  l a n d  
d o e

crouching hard punch then do a crouching hard ktk Co finial
and get 35% (Image.

2 llogon this one otitis lumping
had tick, then when you Hind
tki 2-3 crouching weak kicks
and then straight into a low
whip grab to finish

X.COMBO: Do o crow:twig Herd Kick and
exac
t
a. 
a  
k
m  
w
h
y  
,
F
,  
t
o  
t
h
r
o
w  
t
h
e  
o
p
p
o
n
e
n
t

into the au Whilst ,  l e be r r na  do the X
move lot al least!,

P L A Y E R S  G U I D E



C Y C L O P S
Ho is one of the hest three characters in the
game, and if you can master him then you
will he well on the way to cracking it Hi s
main moves, the Eye beam and the Gene
Splice can be strung together with
devastating ellect, He also has an easy
hard punch and a mini missile which
makes a tisolit el weapon.
X-MOVES --
Level 3: l • *  4  P) Multiple Optic beam.
IPSO tl iii D Pail to ci U mot its direction_
Level 3! 10
,  •  •  
P P
P )  
S u
p e
r  
O
p t
i c  
b l
a
s t
.

COMBOS:

I t ie" •
Ge
n
e 
•••
••,
,

high lurk twice lino ea,, two bus wen •at.lontitt away do the likunt pion
wl too moue Pulk

lawn Ltd, toiknwod tty a cromnitinbt noodowit kick Do the dantioto
. u t i  111.0.

X-COMB 0: ()ash y . u u  us. nI ,  do ihr
od•dk puni
-
11 
C o m
e  
S p
b ,  
•  
h i
l t  
l '
1 0
b 1  
I  
k
e
i
o  
p t
o -
s s
i o
n  
t
h
e  
b
u
n
,
.

upoomitt Liii itun way down

•nwowil atoll •I , f y  del a
I i to  4111101 X  lik.VI•  L. ' p i  the

W O L V E R I N E
Easily the most popular character in the game, his moves are probably
the easiest to execute and the best for stringing together combos. The
maul disadvantage, however, is that his only long range attacks require
him to project himself, leaving tam vulnerable to fireballs and Pimping
attacks
X-MOVES:
Level 2: VI
,  +  
P P
P )  
S u
p e
r  
S
p
e
e
d

and power up.
Level 3: 10 It •  K K K )  Energy Regain.
CO MBO S
I Hun tow4atihi vow molly  mkt polootti two etauchmit
hard plowitett lollowett by a statulion hand tumuli Then
ijo steasght MAO the luttudo claw and you should catch

01011 a l itild all them. AShluey alit' kabala 10 Lied N ol l
kick thou' lot we ok1n."1•14I

When yowl etvinli,
$11.1ck oil cornet pawl
, had much Melt
statichott hatil ptinch l a w n
that up with a mulatto, eknot
out i n t  thou on the
way 'k iwi' with a histplt kick
Finish it all tilt with a ksv dull
claw

X-C OtABO Nas t .  Itnuo to with
movemeil
l, X N  
t h e  
X  
i t k
m e
e  
W
h
e
n  
l
i
t
e  
o p
p i l
i l t
L l i
t  
l
i
•
a
;  
;
I
l
l  
I  
I
l
k
l  
I
N  
•  
t
i
l
l
a
C
h

i i u i we  I I ,  t
•  
o n n u
c t
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fP
S E N T I N E L
Sentinel is huge. powerful, anti sadly
a bit of a slow oki bugger. He has
lots of simple attacks requiring
only one button, and his long
reach is helpful too. Be warned
though: if you are playing against
a quick character, Sentinel will he
hard to work with.

X-MOVES:
Level 3: HIP II •  P P P I  Super
fireball Press Hard Punch
repeatedly for more hits.
Level 2: i lk la •  +  PPPI Temporary flying
ability,
COMBOS:

ti

And I  1 !
,
,
, c l o s e  
t o

i l t l y d t.  I  V ,  1 1 . l i ve n  110 a
Hard Kick hotitich inflicts

degrees of damage
depending how close you ate) and
ye oto a stia
,
ti le 
R o t k e
i  
P u n
c h

2 Riot towieil u j  11,:ley arid do a
standing medium kick Than do a low
pinch and go sillinght into the Rocket
Punch

X • C O H B O :  B e v  th i s b y  p imp in g  in  an d  0 .(1 ,K,Iititly a
downwards Rocket Punch F
o l l o w  t h a t  
u p  b y  
d o i n g

a standing medium kick which will give an easy sok its
it close whilst pertomeng Ore moves lot the multiple

Then leash the X move movements, he the punch
buttons and keep hitting them to get the tonal percentage at
ohmage

I C E M A N

I Ber t  wilh a 1
, had punch, %NI

-
1,ft)

should hit around the
stomach area as shown-
then do a stowing hard

kick to knock the
opponent into the am

and ha them on the way
down with the Ice

Beam

5 0  M M  S E G A

he man with the cold streak is also one of the best
characters to choose. His range of attacks are

not all that wide, bit his Ice Beam and Giant
Snowball attack can be used together very
effectively. His freeze throw can also be
used as a Tech Hit, and reversed to colla
opponents.
X-MOVES:
nye' 2] I G la •  +  PPP1 Temporary.lcr•

Ball wrapped around his fist.
Level 3: $  4  PPP) Arctic Attack,

COMBOS:
2 Ruin inwa '
,leading into

:n a sr. ,  ugh
• -
c
A
t  
b
e
a
n
.  
A
s  
y
o
u
r  
e
n
e
m
y

X•CON11110: Jeeht•
In with a High
Punch As so,
it connects
Acetic Athr.)
Then, when I

se lauded, I •ii
with a lig h

l'oneh when they
are On the floor

51 1
44111.

V E R B  G U I D E  A
L

walipoinmoum.

nor
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( P L A Y E R S  G U I D E '

S I L V E R
S A M U R A I
This chap's multiple power-ups make good
use of his mighty Samurai sword. The fore
power-up is his best, but because of his slow
moves combos are really tough to get
together easily.

X-MOVES:
Level 2: 1‘ 9
,
11I  +  
P l  
C h a
r g e
s  
u
p  
t
h
e  
s w
o r
d .

Different buttons bring different elements.
Level 3: Hee  +  KICK) Speed up
Level 3: l e  +  PPP) Triple Shuriken
COMBOS:

I Start with a Jumping hard punch and
then do a standing hard punch twice tot a
couple of swipes Finish it off with a fast
Shunken to get them on the way down.

X-COMBO: Do a
standing weak punch.

and then go into a
standing hard punch

whilst performing the
movements tor the

three Shunkens
Execute the X move as
soon as the punch has

lucked in

2 Do a
crouching weak
kick, followed
by a crouching
medium kick
Then do another
Shunken to
finish.

P S Y L O C K E
She is the surprise character to play, and is well worth taking the
time to master_ She performs all her punches arid kicks really

quickly, making her the easiest person to
master combos with.

1: Jumping weak punch to start,
followed by a crouching hard,
straight into a hard punch eye

beam

X-MOVES:
Level 2: ( * l e  •  o K1 Multiply.
Level 3: l ie
, e  
•  
P P
P )  
F l a
m i
n g

Torpedo.

COMBOS:

2. Run towards your opponent, and do a standing
hard kick followed by a crouching weak punch and a
weak punch eye attack

I-COMBO: Swt Aloft
iamb wit Mon do • td).
isd a uouthog hod dr •

Anortnozzum
V I I /  l i t  W I



though you pr obahl
of extr a moves Is
Moves  Gui de wi l l
cover  the  game i

Aa
s 
i
s
m 
w
i
t
h  
t
h
e  
c
h
o
r
e
i
c

'  I t ' s  the  t w o ne w  char
Rafe's.  w i th t w o of
and Lan Chan.

cross the  wor l d,  the  Satur n conver si on
of Virtual  Fi ghter  2 has been s tupen-
dousl y r ecei ved.  I t s  the  game that  l ust
about  ever y Japanese Satur n owner  is
goi ng to buy,  and the  one that  has

1 1
1
0 0
: 0  
o
w
u
n
g  
t
b
e  
a
r
g
u
m
e
n
t
s  
a
b
o
u
t  
h
a
r
d
w
a
r
e  
s
u
p
e
r
i
o
r
i
t
y

in Satur n's  favour  amongst  devel oper s.  Even
•  Virtual  Fi ghter ,  the  r ange
prel tensive,  t ha t  thi s Best

essenti al .  I n or der  to

l ificipst depth,  w e l l  be  do.o batches.  Thi s lie
Shun Di  al l a Li es

°mite s .  Sarah e rya n t

EY
To simplify our move coding, here are the attack directions and symbols.

: Joypad directions
G: Guard button (default button A)
P: Punch button (default button B)
K: Kick button (default button C)

: Button to be held simultaneously
: Button to be pressed in sequence

•  it :Joypad moved in a semi-circular movement (similar to SRI movements)

Damage for each move is shown in brackets after the description.

NEW FEATU
Discover some bits and pieces about Virlua Fighter i c s :

ESCAPE MOVES

Previously, once your opponent had commenced a throw move, there
was no remedy. Now, all characters have the ability to escape throws by
holding the guard and punch buttons together. If it works, it should
leave your opponent vulnerable to an instant counter attack.

COUNTERS
Some of the characters (Akira, Psi, Wolf, Kage-Maru) have reversing
attacks, which work against simple punch/kick attacks launched against
them.

TAUNTS
Each character has a selection of victory taunts uttered at the end of the
replay. You can influence these by holding one of the attack buttons dur-
ing the replay.

SLOWMO
Hold all three Attack buttons after the round is finished and during the

yed in amazing slow motion.replay to see the
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LION RAFALE
Lion, though not the most powerful or vicious of VF2 charac-

ters, is definitely the most elegant. Many of his special moves
involve intricate spinning movements and delicate footwork,

He jabs rather than punches and sweeps rather than kicks,
allowing him to dart in and out of the action. This makes him

particularly troublesome for the heavier, slower fighters.
Another feature is, like his animal namesake, many of Lion's

moves are pouncing, thrusting his opponents backward. The
advantage of this for gaining sneaky ring-outs is obvious. One
weakness is the range of some attacks, particularly his ground
attack on fallen opponents. We've selected six attractive tech.

moues for Lion to show off:

•

"
1
•
•
•
•
•
•
•  
a
t
_

•

1 /  e ; ; ; ; A I S

REAP THROW' ODE: •  +P +K

'SWINGING ARMS' CODE • + P

'FIST THRUST'
CODE: •  4 +  P

'SPIN FORWARD
LOW KICK'
CODE: G  + K

way
o use
I and

'GRAB AND FLING' CODE: •  •  G + P

trip in-esiostior v
I for upper body foes. Gen r  to

• t h a n  the grab and fling, and just as • amaging.

'FRONTAL PIGGYBACK' CODE:0 4 - G + P

range. The problem is

P L A Y E R S  G U I D E  -

1



SHUN DI
The bizzarest idea for a combat game charactei
ever. Despite being an outrageous o'head, Shun'S
unpredictability makes him deadly, and particularly
irritating against 'experts' who choose more con-
ventional characters. However, there's a lot of fun
to be had. Shun's most intriguing moves, listed.
/
4 - s c i s a

-
here, are the drinking moves. After using these suc-
cessfully, he takes a swig from his bottle. Apart from
going red, it also increases the power of his other
moves incrementally, and actually allows him to
perform one further move (breakdance sweeps

le
s, but d i v e  g  ene
ard, S h u n  oft u n d ,  th

Shun's most elegant move. and unlike many of his more
erful combination attacks, he's left on his feet ready to dish
out more. (113%)

Shun puts his
leaves h o n
of mo

4  I V I M  S E G A

'TWO HAND PUSH'

A silly move th
the inverted kic
onemy's attack

ence

'DANCE WITH PUNCHES'
ODE :G+P

CODE: P + K

'CARTWHEEL KICK' CODE:  •  4  + K

'SPINNING TWIST PUNCH' CODE:  a +  P

silly move m o r e
*sing enoug •  break

r i l  t  1  I  illr

lb* t i n n a l
ptine es at all le i n

action and a great finisher. Also
es Shun drink. (25%)

1111111111111111111111
4•111•1•111-

L AV E  R

'HANDSTAND AND KICKS' C OD E :  it  G  Ilk , K
iation
k rhyt )

a sur-

e useful for humiliation, though
rprising enough to break an

• (15%)

- • • • • • • • •

1
• mEMIMII
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ARAH

BRYANT
Akil2 took one of the original
game's fastest characters and
made her even faster in the sequel.
Sarah's speed is one of her great
advantage% s e
-
a l b u m  
o v e r w
h e l m ;  
0 „
,

fb
,
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1  
•
1
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6
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i
l
i
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Idck specilisa t  .
a t i t i  
a p
a t
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I  
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o n
i l
h i
t r
i l
f s

Piet punch moires are rint s
, .
o l o P t e r i l d i n
Rather than a tango of vaned and eV 1
,  aattacks, ex; )ei lei iced playets learn to striiil 'II

I
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'MERCILESS KICK'
CODE: +  K

'TRIPLE PUNCH b RISING KNEE
CODE:PPPK

devastating attack in the origina
more smoothly constructed here. Three

it's all over. (35%)

•  0 E 1  I n n *- a c  r - -

'SHADOW KICKS'
CODE: +  K K K

Sarah's picked up a high circling kick like W S  and Pai's but it cannot be strung
seamlessly into a combo. It is more speedily executed. (15%)

quic c e  o f
me, this gets Sarah out of trouble

se-range. 130*/*)

'BELLY SUPLEX' C O D E :  G + P

Lew

FONMEP W N W

P L A Y E R 7 6 U I D E  -

•
'DOWNWARD CRESCENT KICK' C O D E  G  +  K



'RISING HEEL KICK' C O D E :  41-+ K
Lau frorn a defensive posture instan
and is a great surprise move. (20%)

b i l l  CHAN
Lau is the punching powerhouse of the game, and his hands are useful for
a particular style of pushing technique. This method of fighting wins
ring outs than normal by propelling mid-air opponents, either iumpini
reeling, towards the boundaries of the ring. Lau's quicidire punches a
easy to do, but the speciality knife-hand punches are even better for
this, as they propel Lau forward further. Deviously, Lau's range t h ro w -
ing moves are impressive, which makes the natural response
punching abilities — lots of guarding — a risky business. A
six nasty specials.

'HEAD SLAM' C

move t
chan

'WATERWHEEL DROP'
CODE: G +  P

n is still in

ha
open. 130

'KNIFE HANDS'

selves, but
backbone of

combos. Exp
adding kicks a
the end. (154090

otions
them-
m the
St
with

eeps at

'HAND CRUSH'
C O D E
.
*  +  
K

i l l• • • • •11
P L A Y E R S  G U I D E  )

La

'RUNNING PUNCHES AND CRESCENrCODE: P P P  +  K
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HACKS/TIPS/CHEATS/CODES
WIN AT CONSOLE GAMES

WITH THE
CONSOLE HELPLINE

0941-111-400 INFOR,MA1ION LINE& INDF‘
OR91-318-401 •SONIC 3, FULL SOLUTION & CALAIS & TIPS
0891-310-402.._BATMAN FOREVER
0891-318-103._EAKTHWORM JIM 2 CHEATS & TIPS
0t011-318404 —GOLDEN OLDIES, GAMES OVER 6 MONTHS OW
0691-318-405..—SONIC H & I HINTS. TIPS, CHEATS
0891•318407—NEW RELEASE LINE, CHEATS, HELP & TIPS
0891-318408—MEGADRIVE CHEATLINE (LOADS OF GAMES HELP IS
0891-318409 S E G A SATURN CHEATS, TIPS. HINTS
0891-318410.—CANNON FODDER ALL THE FODDER CODES
0891-318411 ..--PLAYSTATION CHEATS, Tips, HINTS
0S91-318413 _MOKI AL KOMBAT III, CODES, CHEATS, TIPS & MOVES
0414111-115 _MORI AL KOMBAT II, CODES, CHEATS, TIPS & MOVES
0891-318416 PlAYSTATION CODES, CHEATS., TIPS

NO MUSIC, WAFFLE k TIME WASTING, JUST STRAIGHT TO THE HI
PLEASE HAVE PEN & PAPER READY FOR INFO.

PUNA "LA. rikr011eve ,  •  • t . p

HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MID I

AS A  lin
K E E P I N G
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3 The  P a r a de .  S tone ga te  Roa d,  Leeds  156  4 HZ
ring

WIIWG r1WES. L.,024.'•• t ! . ,  r p m  EPT i i
•
J o  L L

I :  L  1r I v i ; i
1
1 4 7 :a p
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A L I
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P S A Y S T A T I O N  G A M E S  P L A Y S T A T  I O N G A M E  s
.1 LEAGUE PRIME GOAL (JAPI O f  STNUCTION DERRY (URNS)
NIGH K R ,  SOCCiPI LIAP,USI A L P O '  taltOGY  WS)

RAYNAN Liiiig.11S) W A R H A W K  (u5)
NORIA!. KOOMAT I  tJAP,US1 V I E W P O I N T  D M
itia c l ia s  to  (JAP.USLIN) D E S C E N T  (US)

JUMPING masa (JAP,US,UN) D A . R 1 (  STALPIIM OAP)
Tilton P a te  (UK.115) K I N G  OF BCPwliNC tJAP1

DOOM ( lik,051 D I S E W O R L D  (US)
OASES SOARED (1-014,U1) W I P ( O U T  1U1K,L11)

WOO WRESTLE ARCADE W O  W I N D  COMMA/CM 1 ILISi
A

K i l l t
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ALL UN PLAYSTATION GAM ES N O W IN STOCK -  D I ST DEALS ON PAR T ENC
V
.

VIRTUAL SOY IN STOCK
COMING SOON (a r ound Otte Srd) - ULTRA 64 •  • . 1 .

Games and Consoles Stock ExchangeBuy, Sell, Swap and Part Exchange in
PLAYSTATION * SATURN * 300 * CDI * JAGUAR * 32X *

Mega CD * Megadrive SNES NeoGeo CD
*Playstallun & Saturn Game Rental-

only El .00 per day.
*  Large numbers of new and second
hand games in stock plus imports.
*  Saturn Converters only £24 99
Ring our Tel/Fes Games Hotline

(7 days) tor details.
Visions, 728 King Lane

Leeds LS17 7BA

WHY BUY?
ONLY

£3.50
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X
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.UTSIDE UK)

MEGA
SEND YOUR BOXED

GAMES
INCLUDING MANUALS

IN A PROTECTIVE
ENVELOPE

0 0

0113 261 3424
AFTER HOURS

03 7 5  1 7
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UST THE MD/CD/32X/GO

IN ORDER OF PREFERENCE

GAMES THAT YOU WANT
OF SIMILAR VALUE
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"MEGA XCHANGE"
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Immediately hull the right-hand skirt alter the start,
and take betels 1 and 2 on that side _ _on the f t .  rs
patch of bad grni lie 1 that can knock you Off course
Light turn thrgwila t e t 0  the straight, and prepail! I()

e In that area. Take 4 sharply on the inside, the
will nee awl head towards the wall u  cottriter

• eer. 5 requires your first easing on the gas. I ts hest
• take the corner orti re left with two mornentaly
reaks in aCceleretion, Watch out for drift to thi left-

hand wall. In the over jumps, use the third to
reposition thu car for 6, which has a tight intuit
,  a n dsome bad ground on the far right. By pre-steia mu,
you can shave yout way through l b  8 without loss 01
sped.  The final bend, 9, is the one where taws are
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;_barthis hest way to tackle it is from the far lett leaving
the gas and turning !lard about a second from the

turn, speed 'town to
about 95mpli. then
accelerating alitiost
immediately. The
challenge is to
straighten the car by
counter-steerinu itord
11111(wk the wheels to
egasit puud as
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There is a helpful pattern discerned from the navigation advice offered. Generally an
'easy or 'long easy' left or right is nay
,
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,,e,y' corners require you to talc t h e
gas for a split second to ellect a 1  J• •1
turn, but can mostly he accelet
,through. A 'chicane ileitintely le e s
brake-turning befoul the turn, to o s i t i o n
the car, met then acceleratioti th i l l i  the
sharpest poingzoll the turn, I l l .es p e s t

f I  b e n d s  -ft'l l t-I 11)
,  d e m a n d  a  
b r a k i n g

al the the very last 111011)4ml,

into the bend. e t

f o , 1 • 1 .
va. 0 4 .
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0  ne of the most dazzling

home conversions ever, and
even more compulsive than
Daytona, Sega Ral ly
stormed onto the Saturn in

Dirt prathices friction,
but a tendency to drift.

••• • • • • • • -•



The town street looks narrow,
but you can go hat out all the
way through

4 1
1 1
1
1 7
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be saved by keeping to a straight line and
driving over the grass edges on the shght
curves. Lifting off the gas only becomes
necessary at 2,  where a release when the .
people come into vievii helps you around the -
tightest part of the comer. The tunnel )snd (4)
is easily navigable by releasing the Wert h
,  . 1second or two belige and r y .
,
1
,
, 1 i n g ,  y i A ,  
a n  r

take it at up to 105mph. 5 iuquires a longer

l
ogg

release. with the specific aim of e n , _
the dirt, as the warn here taus l i t e '
spinouts. 6 is-fess problematic '  a  slight
release all that is necessary. The hairpin (7) is
the most problematic corner, thu best
approach being a sharp turn followed by d

.111.1111111111-•••1111111t
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- de l i  will lole you several seconds. In contrast, ' .
for 8 use triift well before the t w i s t
into position and power Iftrox - m e r

liontal anote. Mi .  next thresmaernere inn - •
t e n a ce  a re  I n ,  p t io b lp ill d  M I M S(  i lk

ease for the following limekiln mid light
steering through the righttleft combo. The last
complex cot nil 111 12) can be tackled by
drilling through th .
powering out for t i g h t .

• %I tad Le ll

F O R E S T

• T h e  long ()ire n g  Ito this course offers few problems, but
le most Skilful di ivurs will hug the inside of the corners

ki kz .  u n t i l  the checkpoint
tunnel. This following
curve (5) requires a • - r 1
moment of braking and
deliberate drift, with a
iluick return to
,icceleration. The next
4: ornor (6) needs only a
light easing on the gas,

ITIWA b u t  the following easy i tstraight is deceptively
narrow. The hairpin 8 is
the trickiest bend of the
course, as the dirt piled
on the outside edge is a
killer. Best to slow well in
advance of the corner,
turn sharply to take it at
right-angles then
accelerate into the slope.
9 also requires two short
breaks in the thrott le to
negotiate safely. The

lollowerg slope and trip through the town requires no
Naking, so you can tank it  to the next checkpoint. The rise
immediately after that has two merging easy bends, 14615,
that demand stiff steering. The next two bends, an
elongated zig-tag combo, are best tackled by drifting
through. It's essential to skid only across the tarmac, as hi t t i ng
-
a nY  o f  t h e  s o i l  
b a n k s  w i l l  
s e t  
r s e .

The second bend should be turned into at a much later moment than the v.ir tier one. From there, k n o b
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CONTHOL
JOYPAD
GAME

DIFFICULTY
VARIABLE

CONTINUES
5

SKILL LEVELS

RESPONSIVENESS
GOOD

The game ol the
worlds first
totally comput-
er-animated
film, using code
ported directly
f un the movie.
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-
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As Woody the
cowboy doll,
play Out racing.
platform and
Doom-style sce-
narios from
America's
Christmas No.1
film.-
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he eager l y ant i c i pated ar r ival  of
• o y  Stor y has gener ated an

•ac i tement  usual l y r eser ved for
top fl i ght  Satur n ti tl es.  Ear l y
r epor ts that  Di sney had succeed-

ed i n pr oduci ng a Iblegadr ive game to
r ival  the  l ook of  Cl ockwor k  k ni ght  wer e

&di s m i s s e d as hype.  Rumour s  that  ani ma-
t i on code had been por ted di r ectl y f r om
the wor l d's  fi r st  total l y  computer -ani mat -
ed fi l m r ai sed expectat i ons fur ther .  Coul d
thi s thi ng r eal l y del i ver  the l ook pr omi sed
In t he  pr ess packi e 0110111.0 shots? And
how woul d i t  pl ay?
Toy Story closely adheres to the iatest film from
Disney and Californian animation specialists Perm
- you play Woody, a toy cowboy who becomes
jealous when a more sophisticated toy, Space
Ranger Buzz Lightyear, is given to his owner.
Andy, as a birthday present. Fearful that Buzz, a
creati S o  sophisticated he doesn't even realise
he's alibi', r e p l a c e  him in Andy's affections, a

bitter9 / 1 1 t d e v e l o p s  between the two. Thegame tak s  conflict, and the hostile reactions
of t r  toys in the nursery, as its basis.
To t  s  destined to become one of Sega UK's

ofile 16-bit titles on 1996, and has
ed serious units in the States. But

enoug y p e .  Time to • I  off your Megadrives -
':nearly everything yo e a r d  is true...

P ALERT!
blies report back that Andy has received a sur-

resent and is about to bring it upstairs. You have
to get all the toys back in their right places before Andy
walks through the door. Jump up and down on the bal-
loon pump and propel Mr Potato Head, Rex the
dinosaur, Hamm the piggy bank and the clockwork
robot into the open toy chest. Get the remote con-
trolled car and Rocky the strongman under the bed,
and finish the level by jumping on the bed - all under
a strict l ime limit.

3. EGO CHECK
You meets Andy's new toy -
Space Ranger Buzz
Lightyear. The other toys are
impressed with Buzz's laser
beam lin fact a blinking light
bulb) and his flying capabili-
ties. You challenge Buzz to a
flying race acr
ery - your at
stay in the al
using your I
soo and a gra
piing hook, your
goal: to get onto
the bed at the
of the room.

A M &

THAT OLP ARM? GAME
It's Andy's birthday, and

ody the cowboy wants to
ck out the kid's presents.
r task - cross the nursery,

ck open a bucket full of toy
Idlers and make sure they
pture' the baby monitor

take it downstairs.
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4. NIGHTMARE BUZZ
Woody is feeling intimidated by Buzz's technical superiority
and the attention he's getting from the admiring toys in the
nursery. During a fitful night's sleep, you dream theta giant
laser-spitting Buzz is tormenting you...

5. A BUZZ CLIP
You're no longer Andy's favourite toy. When

'Andy's mum lakes him to Pizza Planet for
dinner, he
decides to take
Buzz. Driving a
remote con-
trolled micro

-machine, you
try to knock
Buzz behind a
desk so Andy
won't be able to
find him.

grateful, so offers you a ride on his
escape from the other toys. Look out
toy soldiers, parachuting in to

ambush you.

usin k e
.1: the  *

takes i ts ti tle
fr om Pixar 's
1988 Oscar-
wi nner  Tin Toy.

S.
An
Planet
Buzz, but
car bump
when the
station. Usi
you can 'tyre'
Out_

dy to P'
e can't find
ngs on to the

confronts you
ps at a petrol

our lasso°, see if
the Space Ranger

In one of  the e n t i v e  levels
In the game,  u l a s s o °  to
r epeatedl y whi  i n t o  the air.
Whi le Buzz  hovers ar ound you,
whi p the tyre so i t jams over  his
shoulders.

(  N M  S E G A  6 1

b. REVENGE OF
THE TO?S
You succeed in knocking
Buzz - but he goes flying out
the window! The other toys
get angry at you, and a ner-
vous Rex decides to make a
run for it. Clear his path
across the nursery, watching
out for vengeful toys.



WORKBENCH
Sid grabs Buzz, and you
hang on to the Space
Ranger's leg for dear life•
Sid takes you both home.
and attempts to torture you
using a magnifying glass
and some sunlight.
Attempt to escape across
Sid's cluttered workbench.
Watch out for mutant
s iders and fir

AND DRINK
ndy an his  mum have driven off with-

out you! Together with Buzz, you hitch a
lift to Pizza Planet, and attempt to make
your way across the restaurant unno-
ticed, Watch out for falling food and ram-
paging children.

6 2  D A M  S E G A

10_ INal IDE THE CLAP/
MACHINE
Buzz spots a claw machine, and mistakes it for a
spaceship that can
return him home to
Sector 4. You can't
face the other toys
without Buzz, so you
enter the machine's
innards to look for
him. This level has
basic structure, but
some very tricky sec
-tions.

14, BATTLE OF Ti l l  MUTANT TOIN1
Sid is called down-
stairs by his mum.
so you look for Buzz
in amongst the
brat's mutilated
toys. Negotiate
Sid's toys and sonic
dangerous gaping
chasms.

DM ' -TO-NA
YouYou escape form Sid's house
on the back of a truck - but
Buzz is left behind. Realising
you've forgotten your former
enemy, you drive the remote
con-
trolled
kart back
to Andy's
house to
pick him
up.

•

• REALLY 1
1
1 4 3 I D E
NE CLAW MACNINfa
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lity. the claw machine's prizes) and
y ask you to rescue 8 of their lost

ends and return them home, You roam
the machine's steel 'corridors' searching
for little green men. Looks like you're
Doomed...

a. 1

"Thanks for coming back,
Woody." says Buzz. The two of
you head back down the road,
looking for the removal van
that's
leaving
Andy's
house.
Dodge
the cars
and traf-
fic cones.
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A LINE CLAW

or reward for success is a visit to the cio.
mfortunately, an evil brat called Sid is pump

ing quarters into the machine, trying to pick up
Buzz. Try t B u z z  out of his clutches until
his mon '  o u t .

15. ROLLER BOB
While Sid straps a rocket to Buzz's back and

'tempts to 'launch' him out the window, race
his rescue on 'Roller Bob' - a cobbled

,gether skate-
board/broken
Action Men.
Sid's fireworks
and various
obstacles make
your task harder
.Oh, and watch
out for Scud,
Sid's dog...

I. ROCKET MAN
The remote controlled car can't catch up with the
removal van or Andy's mum's car, so Buzz uses
his rocket pack.
Together with
your new friend,
you fly between
the traffic, under
trees and around
traffic lights, try-
ing to catch up
with Andy.

91
11 -•••

• l i mey.  No sooner  had the
Megadr i ve  been di smi ssed
fr om the  gami ng mi nds  of
the Satur n and Pl aystat i on
owner s,  than thi s  l i t t l e
beauty  ar r ives t o br i ng bi g
cheesy gr i ns to the  fat  cats
at Sega.  Not  for  a l ong t i me
has any Megadr i ve  game
i mpr essed so many peopl e
in the way that  thi s  has.  I t 's
one of  those games tha t  l eads al l  the  pew.
pi e i nvol ved i n the  i ndustr y  w ho have any
sense to decl ar e that  the  ol d 1 6  bi t  scene
is nowher e  near  dead.  The  gr aphi cs ar e
some of  the  best  seen on our  humbl e  l i t t l e
machi ne and s how  j ust  w ha t  i t  can handl e
I f real l y pushed.  But  the  fun doesn't  s top
ther e.  Thi s pl ays real l y wel l  t o boot,  and
wi th so many di f fer ent  styl es of  pl ay t h e
Doom-type  bi t,  Mi c r o Machi nes  thi ngy  and
Mar i o Kar t  sect i on ar e j ust a coupl e of
exampl es) br i ngi ng m uc h mor e than the
standar d pl atfor mer s.  Super b ani mat i on
and typi cal  Di sney/ Sega cheesy sound-
tr acks al l  add t o the  feel  of  an excel l ent
game.  Someti mes,  the  act i on can be a l i t t l e
too si mpl e i n pl aces,  but  tha t  doesn' t  r eal -
ly matter .  Overal l ,  Me ga dt i v e  owner s  can
l ook for war d t o a wor thwhi l e  tr i p to the
shops w he n thi s  i s r el eased.

t i t
TEV

M M E N T
Bi t embar r assi ng thi s one,
really. How  many t i mes
have we  wi tnessed the  l at-
est deve l opment  i n 16 -bi t
softwar e,  pr ofessi ng i t
Str etch the  Megadr i ve  as fee
as i t can go? Now  of ten
have we categor i cal l y
t hought  we 'd fi nal l y w i t -
nessed al l  the  Megadr i ve
had to offer ? Rar el y have w e
been pr oved so spectacul ar l y mi staken.
Fi lm t i e- i n games ar e tr adi t i onal l y hal f -
baked   t o  t r ot  out  i nfer i or  pr oduct .
Toy Stor y is a sophi st i cated and wor thy
compl ement  to a gr oundbr eaki ng fi l m,  and
woul d s tand al one w i thout  i ts l ucr at i ve
l icense.  The qual i ty  of  thi s ga m e s  gr aph-
ics, t he  var i ety of  i ts game styl es i whoever
t hought  that  thi s woul d set  the  scenar i o
for  the Megadr i ve 's  onl y  spi n on Doom?)
and the car e l avi shed on ever ythi ng dow n
to the  l east s i gni fi cant  i ntr o scr een
(i nstr ucti ons are r el ayed on an Etch-a-
Sketch) make thi s an i ncr edi bl e achi eve-
ment i n near l y ever y depar tment .
I t seems that  the  futur e  for  the  Megadr i ve
is as a machi ne t o cater  for  younger  game-
spl ayer s a n d  thi s t i t l e cer tai nl y fi ts  that
bi l l .  I f  you don' t  l i ke Di sney softwar e,
don't  l i ke the  Toy Stor y fi l m,  or  di dn' t  l i ke
the Satur n Cl ockwor k Kni ght  games then
you ai n't  gonna di g thi s,  however  astoni sh-
i ng i t  may be.  Ever yone el se is i n for  a
tr eat.
I 'm not  goi ng to fal l  i n the  usual  t r ap of
sayi ng that  thi s  pushes 16 -bi t  sof twar e as
far  as i t  can go.  Suffi ce  to say that  thi s  is
one of  the  most  i mpr essi ve Megadr i ve
ti tl es ever  released.
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tInsoplustscated but
anglify diverse gameplay

c Of the levels are
m y and a few are lust too

'edible achievement in
programming and a near

Misuadrive classic
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FOOTBALL

CONTROL
A M C
GAME

DIFFICULTY
QUITE TOUGH
CONTINUES
SAVE GAME
SKILL LEVELS

2
RESPONSIVENESS

EXCELLENT

FIFA's fins modal
ne the Sauna
Continuing the
wall-teceived
next gin series.
Ongsnalty one of
the best-selling
Megadrive titles
oil aAl lime

Its foams Cool.
Swap ends at wit
time Easy Score
9041S H a r d

he most  eager l y awai ted t i t l es i n
the Sega wor l d at the  m om ent  are.
surpr isingly,  not  j ust  the  Bi g Thr ee.
As wel l  as the  conver si on of  Zoop.
other  games hi gh on the  ME AN

MACHI NE S  l i st of  Satur n pant -wet ter s
i ncl ude the  l egendar y FI FA Soccer .  The tr i ed
and tested for mul a of  a si ngl e i sometr i c
vi ewpoi nt  (used in al l  the  16  bi t  ver si ons)
has been thr own out  of  the  w i ndow  and
r epl aced wi th a mul t i -angl e  TB styl e
per specti ve. The Pl aystat i on ver si on of  FI FA
was wi del y r egar ded as the  fi nest  footbal l
t i t l e yet  t o appear  on any machi ne,  and
r eassur i ngl y the  Satur n ver si on seems near
i denti cal .
Football is probably the most popular game field for
any machine, and if recent hurried attempts to get a
game out first (Victory Goal and Hat-trick Heroes
anyone?) are anything to go by. people will cash in
on it any way they can. FIFA looks set to add a bit of
class to proceedings, if nothing else. Virtual Stadium
Soccer, to give the game its proper title, incorporates
all the features that you would come to expect from
a football match except the manky half lime pies and
puddles of piss in dark corners. And in keeping with
the 'upgrades' that appeared in the latest Fife on the
Megadrive. this features real player names and
teams. As EA themselves boast. I f  it's in the game,
it's in the gamer' Couldn't have put it better myself.

The better things in the game are, sadly, eclipsed by the cutting insight
of John Motson in his running commentary. Having seen Clive Tyldsley
in Championship Manager 2, and Barry Davies making his appearance in
Actua Soccer, the reject commentator was the only one left for EA to
pick from so they cut their losses and went for it. His legendary style of
waffling has made many an armchair football fan reach for the mute
button, and this game is no different. Whistle a shot by the post to hear
a cry of -
O 0 0 0
0 h h h h
h * ,  
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Surprisingly "Nice back heel. But the, icing on the cake is the
amazing Motty Rap. When the game is paused, if you're
fortunate snippets of Johnny boy's archive have
been jumbled together for a tune to humble Take
That. Trust us, this has to be heard to be believed.

rim Can
4 1 1 1 1 1 f = i r - -

Attack



n
w i  O i l

t i e  watc
game wh
crowd coot

CAN YOU KICK IT?
The movements for the
players have all been
copied straight from thi•
horse's mouth, as it wet.
Three Sheffield
Wednesday players were
drafted in to perform a
range of their best tricks.
These were wireframed,
then texture-mapped,
and stuck into the game.
Guile why they got
Sheffield Wednesday
players to do this is a
mystery. considering the
only trick they know is
how to pick the ball out of the back of the net. This does, however,
mean that the animation is thoro l y  realistic and gives a gre a te r
perspective on the game.

.
M
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A-EAGUE
OF

JATIONS
As with the original games, the

number of teams to choose from
is very broad, enabling many a
derby to be battled out  in your

own home. Be it the Scouse
derby between Everion and

Liverpool at Goodison Park. or the
the Milan derby in the San Siro,

nothing has been passed up. And
to make things even better, all the
real players are included, adding

even more authenticity to the
proceedings. Out the well known

teams aren't the only ones. The
more exotic among you have

been catered for with the
inclusion of the American league.

and even the Malaysian
competition. Guile who they are.

or of they are any good, remains a
mystery, but  until they manage to

beat England (which isn't too
difficult these days l then they are

to football what  Madonna is to
the Celibacy fund.
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As you may have gathered, the Virtual Stadium is called so because of the arena,
and the amount of different angles to play the game from. Here we go with a
complete run down pop pickers. Not 'art!

VIEW I  :TELECAM
This is the defauh setting for the game.
and is the easiest to play under. The
view follows the play under a variety of
angles, and keeps at a fair distance as
well.

VIEW 3:CABLE CAM
This seems as though it is suspended
above the stadium on a cable, and
moves forward and backwards, keeping
at the same height along the way.

VIEW 2:SIDELINE CAM
Unsurprisingly, this view stays on the
touchline and follows the play from
there. The nearer the goals you get, the
nearer the camera moves to the pitch,
then moves back to centre with the ball.

VIEW 4:ENDZONE
CAM
This is almost the same as the cable, but
is a lot lower. This makes the players on
the far sides a little harder to make out.

VIEW 6:SHOULDER
CAM
This is the Virtual Viewpoint, with the
action being viewed from down behind
the players. Obviously this is good to
see all the players directly in front of
you, but further away players are harder
to pick out. It also makes the longer
passes and desperation punts up field
slightly harder because you can't see
anybody. This should be reserved to
showing off status.

V I E W 5 : S T A D I U M
CAM
This is the most random camera to
select. It changes the view all the time,
with closer and far out views, but there is
always enough on screen room to see
the players that are in the immediate
No cin it y

VIEW 7:BALL CAM
This is really quite self explanatory, as
the ball is the central point of the
camera. It stays only a few yards or so
away from the ball and, like the shoulder
cam, is good for seeing the closer
players.

on.
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abusive air than usual. For instance.
when the scoreline was reading 5-0,
one chant sounded distinctly like
"What a load of rubbish.' And
when playing against Man Utd, a
chorus resembling "What a waste
of money, could be heard. Wonder
why?

C O M M E N T

SI M I /
t r ansi t l eo i nt
sur passes anyt
pr evi ousl y seen
genr e.  Thi s is a
achi evement th
the a t tent i on of
whom gamepl ay
pr ior i ty.  but  thi s
the sheer  pol i sh of  i ts
appear ance as wel l .  NI
commentar y di dn' t  bug
bother ed Steve (i n fact  t h
rap demands to be a si ngl e) I I  i t  a r t
get t i ng a bi t  r epeti t i ve.  A wi der  l i b
comments  woul d have been a mi  •
touch tha t  woul d have l ent  the  g
much gr eater  degr ee of  real i sm.  l i strath
ther e i s l i t t l e to fi nd faul t  i n here,  the  Fl
ser ies havi ng fi nal l y enter ed the  ar ena
super b si mul at i on al ongsi de excel l ent
gamepl ay.  One mi nor  gr i pe (except  t
abi l i ty of  thi s to br i ng out  t he  ver y w e
'sore l oser ' aspect  of  Steve's per s•na l i t
is t he  occasi onal  nonsensi cal  pl ayer
behaviour .  Ther e 's  nothi ng mor e annoyi
than car eful l y set t i ng up a pass onl y t o
a pl ayer  r unni ng away f r om the bal l .  But
these are hi gh expectat i ons that  onl y a
game of thi s qual i ty  ar ouses.  And the
ful fi l ment  of  even the  hi ghest  t a t i
h e m  the  FI FA ser ies sur el y c f a r

a t w a y .
d i m a

en
bel oved

and
and i n no

opi ni on t  can't  beat
good f  e t c h .  So w h
Vi r tual  Stadi um ar r i ved al l
my ar mchai r  soccer
fantasi es seem to take a
dr amati c twi st  i nto real l
This game real l y puts  you L  w i t h CD,

qual i ty cr owd songs,  far  mer e r eal i sti c
pl ayer  at tr i butes and movements  a n d
duf f  commentar y  of  Johnny  Boy  Mot
Gr aphi cs on the  whol e  ar e real ly sma
wi th the  vi ew panni ng ar ound to gi ve
the TV feel  tha t  i s bei ng a i med for .
sounds aro spar se.  apar t  f r om cr owd
songs.  but  al l  tha t  i s for got ten w he n

ou her e the  !teeny r ap.  Vohs l i eva
the most  i mpor tant  thi ng her o

pl ayabi l i ty.  Havi ng t o l i ve up t o
ti ter  FI PAs was the  task ahead of  the

pr ogr ammer s,  so the  r eal i sti c fool
(haven't  I  ment i oned tha t  befor e?) has

i l ised ful ly.  The pl ayer s' r unni ng
oral movements  ar e al l  good.

cause they l ook real ,  i t  means I Ifeels the  same way.  Passes
al ly go wher e  you w a nt  them to,
's i mpossi bl e to do the  sa

cc to keep scor i ng,  as i t s
uch har der  to scor e anyway.

l eothal l  you want  then you w ont
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re may be bet ter  to come j
ound the  corner .

STEVE

1st Hal f

You join the acti on as
the Duncan Goodhow
Appr eci aton Society
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Players leek and
so realistically that it's
almost kke being theta.

Some ot the times
grind d bit, but when
you yo got the Molly rap.
who cafes'
,

The best football game on the
Saturn so far, and its going to
take some beating

AThe stadium. and tilve
presentation. 13 a ll lop
Botch
Vih e  FMV sequences a l k W  Sims
could have been better

Crowd noises have all
been sharpened and made
clearer
Vlbere ace no really ecstatic yeas
when a goal is scored.

alsv to got woo.
'M O M  to put down
',Sometimes playing the
coorputet is too &flown,

AWN Of tommuments
Ned basun Is sky
mood with. and secret bits
n  stet
VA bit boring on woe-player mode

SO

-
f
a
l
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Assemble the
12 warriors
required to rid
Queensland of
the curse of
Lord Bane

LEVEL 3  CHARACTERS

OUT NOW

CONTROL
JOYPAD
GAME

DIFFICULTY
MEDIUM

CONTINUES
RAM SAVE

SKILL LEVELS

RESPONSIVENESS
SLOW

The first
isometric RPG
for the Saturn.
owing much in
gameplay
terms to
Shining Force
on Megadrive.
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B A N  M A C H I N E S  p i c k e d  u p  on
ililystairia m ont hs  ago when i t
was named Ri gl or d Saga for
Japan.  What  appear ed t o be an
I mpr essi ve RPG was r ender ed

i noonspr ehensi bl e at tha t  stage by the
Japanese char acter s.  As  pl ot  i s fundamenta l
to the  game a n d  pl ayi ng I t  i nvol ves accessi ng
a l ar ge r ange of  text  menus.  i t  was an
untouchabl e  i mpor t .
However, we fl ow etribrdue Setia's pi oinpt ti anslation,
accomplished off the back of the game's quality, and the
popularity of  the Shining Force titles on Megadrive,
which feature much the same idea in basic gaineplay.
There's no story connection with Shining Force, Mystaria
introduces the province of Queensland, a peace-loving
stale, gambolling creatures etc. Now it 's under the
occupation of Lord Bane, a demonic  sorceror who
appears to have its much•loved Queen under his spell.
You, the dashing young prince, are out to assemble a
band of 12 warriors  that will allow you to challenge
Banes evil hold over Queensland.

VILLAGE VOICE
In t ime-honoured fashion,
you visit towns and villages
to learn information, stock
up on weapons and items
and trade. Mystaria's town
sequences are shown f rom
yet another graphic
perspective. Vis it ing these
is vital to unravelling
the game plot.

Thom are dozens of
"manor's to buy.

The Wen maintained —
pathways between towns.

Cheap healing herbs or
extortionate magical *harms.

MOW
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WEB OF FEAR
To Mystaria's defining feature: the isometric
perspective. Each of the battle areas are
displayed in virtual fashion, and offer various
viewing angles, plus the option to view
'through the eyes' of any character in the
game. That particular option is no use for
making tactical decisions, but the view which
places a grid over the landscape, denoting
distance and elevation, is.

The i l l y  enter  the gl ooM911111P
t O W • t  a n x i o u s l y .

The cl ose-up gr i d view detai ls the
battl escape in three di mensi ons.

A ir

,

1
M e  fir st person vi ew of  the battl e
wi thi n Dr agoon castle.

M e  di stant view al lows you to vi ew al l
Ji l lthe characters on a large scale.

WILD
FRONTIER
Mystoria is notable for giving you
more freedom than many other
RPGs. Once in Queensland, you
are free to travel the paths on the
map and visit sites, towns,
mountains and forests in the
order you choose. Generally, the
further you travel the stiffer the
opposition.

Repel  al l
boar der s!
One
battl e
takes
place
aboar d a
pi rate
ship.
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OH HAPPY BAND
Initially. there are four fighters in your band, but it  will grow as you scour the landscape of Mystana, looking for the other
ilescendents of the 12 legendary warriors. Your band spans a range of character classes, each using a different style of
• ombat  Some of the players use magic, weapons, unarmed combat or a mixture of these. Each character's abilit ies are listed
,11 the technique menu — which can hold up to twelve different actions As  you progress, your characters will spontaneously

l e a r n n e w techniques,o f
greater offensive or
magical power, Here's an
idea of the range of

• c h a r a c t e r s  and
techniques:

STRIK

U M
W  
)

ICE STO R M

CLUMP

N O W STO RM

IKO



Thet w o  leading
characters on
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Aragon and
Panto.

• have to say that  I  agr ee
wi th Gus on thi s one.
Havi ng al so been a gr eat  fan
of the  Shi ni ng For ce ser ies,
the  pr ospect  of  a si mi l ar

type of  game real l y
appeal ed to me
and even t hough
thi s is the  fi r st

RPG to appear
• o n  the  Satur n.
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standar d for  the  * t i ter s to
fol low.  The game star ts at  a bi t  of

a s l ow pace,  but  when you actual l y
play for  mor e than j ust a few

mi nutes,  the  amount  of  at tacks
your  own char acter s can do

gr ows and gr ows unt i l  you'r e
pul l i ng of f  the  ful l  r ange of  spel l s.

And because the  game i tsel f  is so
bi g you get  pl enty of  oppor tuni ty  to

use them.  Someti mes,  however ,  the
per specti ve l eaves a l ot  to be desi r ed
in t he  fi ght  sequences.  w i t h cl ose ups
becomi ng a bi t  grainy.  However ,  i f  you
w a nt  sheer  depth,  you'l l  l ove thi s.

C O M M E N T
Mystar i a,  be i ng the  fi r st
tr ue RPG on the  Satur n.  fi l l s
•  s i gni fi cant  gap.  Mor e
I mpor tantl y,  i t 's  an
accompl i shed and pol i shed
ti tl e tha t  shoul d sati sfy the
smal l  but  demandi ng band
of gamospl ayer s w ho l i ve
and br eath thi s k i nd of
game,  w i t h enough
l ocati ons,  char acter s,  spel l s
and sur pr i ses to sustai n
extended per i ods of  play.  The pl ot  is
nothi ng or i gi nal ,  but  the  sl i ckness of  the
menu systems and the i ncr edi bl e depth of
the game counter  thi s.  The game is
massive,  even by the  standar ds of
Japanese RPGs,  and the  extent  to whi ch
char acter s devel op is astoni shi ng —
eventual l y at ta i ni ng a r ange of 2 0  or  mor e
attacks.  The at tacki ng nsonst•r s show a
simi lar  var iety.  Graphical ly,  t he  i sometr i c
system of ten makes the  game l ook hor r i bl y
blocky,  t hough seei ng the  r eal ti me at tacks
is sati sfyi ng.  A cur sor y pl ay & w o o l  do the
game j usti ce — I t s  actual l y super i or  to the
Megadr i ve classic Shi ni ng For ce.

C O M M E N T

STEVE

alined perspective than
OM Sin nunigulated
PhiMoe Some excellent
spill elects
ifillbschy graphics al close range spod
Se effect.

, U s e d  io bong the
InCIPC31 techniques to bre
VNot much of it in the nom
battle phases

a. Sono good lunes
generated by the Saturn in
realtimo
?TIMIS are short and tend to repealtoo often

• _Good range et IMOIIC
effects tot lb.

d i ti l E kS

• well
from
VS

The Liege of upgrading
possihilthes and Winipoits
is wuNi You gain an Ahem/
with the chatactef% awl on minion no
the plot.

Mystaria is, and will be for setae
time, the natural choice for RPG
garners on the Saturn An
excellent effort.

n o -
and a

challenge
sequences

episodes go on loo long.
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L ast  m ont h's  pr evi ew of  I nter pl ay 's  ne w  APG/Wherst

'em up i nt r oduced us to the  wor l d of  2 0 2 7  -
•  futur i st i c ni ghtmar e  soci ety v i ct i m to the power
str uggl e be tween r uthl ess cr i mi nal  car tel s ar id the
Free Wor l d Al l i ance.

Interplay's Cybena, newly (.4.01VVI led il ol r 1 its ot ititilal PC CD-ROM versi
sets its story against this backdrop. An imprisoned criminal called Zak i
offered his freedom in return for undertaking a dangerous mission to s
deadly biological weapon. Before he gets to the top y b e r i a  base,
however, he must rendezvous with the mysterious Sa fl e e t  an
experimental fighter plane and undertake a series of COM
and pre•emptive missions.
Our preview feature concentrated on Zak's attempts to take
possession of the "IT 22 fighter plane. In this broader look at
the complete game, we look at the other facets of his near
suicidal mission.

Your game position is automatically saved every
Lime you get past a crucial point, and you can
access any saved position you like. The user
interface also gives you the chance to precisely co-
ordinate the three skill levels
on the 'arcade' sections
of the game
with the three
skill levels on
the RPG
sections.

M I S S I O N
I M P R O B A B L E
In order to win your f reedom f rom solitary confi nement
you must  undertake a dangerous mission - travel to
Santos's rig, take the experimental 'IT 22 fighter plane from
a top security hangar and fly the beast through a series of
hazardous missions. Once you've overcome these, you
must fly to Siberia, locate the Cybena base and capture the
deadly biological weapon code-named, you guessed it,
Cyberia. Here's a day in the life of our hapless hero, Zak...
1 T H E
DEAL
William Devlin makes
you an offer you can't •
refuse - risk your life
for Cyberia or rot in
jail. Anything's better
than solitary
confinement.

2.  BRI EF I NG
You're briefed with
information on the
Cyberia base and the
biological weapon itself
via your 'BLADES (Elio-
optic Low Amplitude
Displayed Energy
System).

3. B A S E  D EF EN C E
No sooner do you arrive at the base then you're
pressed into service to defend it from enemy
attack by manning a sophisticated anti-aircraft
gun plat form.

4. S N O G S
Your reward for seeing off the enemy mines
and planes - Santos's girlfriend gets a little
over-familiar with you.

5. T H E  T F  2 2
The first prize on your mission

is located - deep inside a top
secret hangar lies the

experimental fighter plane
code-named TF 22.

JANUARY AROUND (€45)

RFC. smoot EM UP

CONTROL
JOYPAD
GAME

DIFFICULTY
HARD

CONTINUES
SAVES

SKILL LEVELS

RESPONSIVENESS
FAIRLY GOOD

A cinematic
RPG which
combines
lateral thinking
with shoot 'em
up sequences
lied together in
a strong
storylone

Tackle security
systems.
bloodthirsty
bosses and
devious babes
in your mission
to capture a
deadly
biological
weapon
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snao
MI% Although you have no worries controlling the plane

(you're flying to a preset course) the iourney
between Santos's rig and Siberia is a hazardous one.
You are put through a number of taxing bombing
raids with a mini-squadron of pursuit ships hanging
On to your tail.

M I SS I O N  1 :  O P E N  O C EA N
Destroy an enemy hovercarrier by detonating an
on-board fuel truck. Evade and destroy the three
marauding hoverfighters.

M I S S I O N  4 :  A R C H A N G E L
M I L I T ARY PO RT
This is the first obstacle to passing through the local
defence grid. This is defended by hoverfighters, attack
planes and tanks.

M I SS I O N  2 :  M I L I T A R Y
I SL ANDS
Destroy the well-armed munitions dumps on the
coastline of a remote island. Watch Out for the
gunboats.

M I SS I O N  3 :  N O R W A Y
Pass through the canyon to avoid long range enemy
air and sea defences. Tanks are a danger here.

M I SS I O N  5 :  F REI G HT
T U N N E L
The second obstacle is this heavily-defended tunnel.
Be careful not to hit any fuel trucks - the resulting
explosions could bring the roof down.

M I SS I O N  6 :  Z U B R O U S K A
Your re-fuelling location is currently under attack by
Cartel fighters. Avoid hitting the allied forces
defending their city.

aelt

6. C H O C S
A W A Y

The plane's automatic pilot
flies you to Siberia. On the
way, however, there's the

little matter of some
airborne sabotage to take

care of

ntatoplir -
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1
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The TF 22 in fl i ght over  the pecturesque
Nor wegi an fjords.  That  i t's about  to bomb.

Escape fr om the sadistic Santos a nd his
pr omi scuous gi r l fr i end up here.

Let your  BLADES check out  myster iow.
substances first.  Not  your  hand.

7 4  I V I M  S E G A
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C O M M E N T
by turns, ,
d di sappe
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•  and
bound to
pr oduct  a
ast

MARCUS

igned.  i nte l l i gent l y  d  a
ly ani mated.  Howev  a k

s the  anti -ai r cr aft  guns  i n t o
cockpi t  of  the  TF 22  i t '  r e n t

• At  best,  you get  the  s i o n
ado wa t chi ng someone else pl ay qui te  a

ish game.  At  wor st ,  you'l l  end up
ing your  head agai nst  the  wal l  over

s c a nt  i nts tr oc t i tr i ty  a n d  t h e  c u r i o u s
• n  contr ol s.

the good si de m a n y  of  the  thi ngs
usual l y gi ven scant  a t tent i on i n

antes -  sound ef fects and musi c -  are a
rb, a nd hel p paper  over  the cr ac
• Over al l  though,  thi s  is i s a gam

t's tr i  m y  thi ngs  to
Nicely

C O M  M E N T
At  t h i s  a t  exi ted
St S u e  as bei ng one

t  exci t i ng gam
al l  I t s  fai r l y clinical
to I n t o ,  and cer tai n
par ts ar e i nfur i at i ngl y mi n
bendi ng.  The  gr aphi cs on

whol e ar e very good.
lots of  r ender ed s

i ng easy on t he  ey
ng the  secti ons t

I.B u t  when you get  s h
secti ons the  gr aphi cs take a tur n
wor st.  Ther e is no sky to speak of
overal l  i mpr essi on i s that  the  i n-

bi t r ushed.  I  do l i ke
ame,  but  not  r eal l y

•a r ecommendat i on for  t he

I P "

Very uneven At best this is
atmospheric and engrossing At
worst, its clumsy and frustrating.

One of  your  duties on Santos's r ig is to
knock out  explosive mi nes sent by the nasty
Car tel  forces.

The TF 22 is booby-  D o n ' t  leave home
trapped.  Take care. w i t h o u t  this.

,
Intricate renders,

stylish characteis and
imapnative design
"his tar more detailed in the RPG
sequences than it is during the shoot
em up sectiolts

a

Superb klaxon sounds
and excellent speech add
to the movie atmosphere_

Thu whole game looks
like an early Eighties sci-
fi film, with multi-angled
camera set ups Character animation
is flied
'Everything seems a Imle static

•

The rumbling synth
soundtrack. supphed by
Thomas nottry's lleadspace.
sounds like a movie score and is a cut
above what we re used to

a At ARNIM, Thus Is
among eo finest on Saturn
adventure gaming
"Playability is wildly variable
between different levels, and styles,
yttrium the ame
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should keep you occupied.
assuming the Inferior shoot
'sit  Sections don I frustrate yogi
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of day t o day l i fe.  Jus t  l i ke get t i ng up
in the  mor ni ng,  eat i ng your  di nner  and
sl eepi ng.  Watchi ng Star  War s fi l ms i s
fate.  Havi ng sai d that ,  ther e ar e t wo

types of  peopl e i n the  wor l d w ho haven't  seen
Star  Wars: those that  ar e bel ow the  age of  four .
and those that  choose t o r ej ect tel evi si on.  Star
War s r epeats ar e now  a sacr ed par t  of
Chr i stmas fami l y vi ewi ng,  l i ke James Bond
movies.  So i f ever  ther e was  a fi l m ser i es
gaggi ng to be made i nto a game then thi s
surely I s i t.
Al l  of  the  best -known char acter s ar e i n her e at
one poi nt  or  another ,  and even i f you cannot
fi ght  them,  they  make cameo appear ances to
hel p you al ong.  Onl y Veda seems t o be mi ssi ng,
but  i f r ecent  paper  r epor ts ar e to be bel i eved.
he has been spot ted i n numer ous bar s on the
Costa Del  Sol  s i ppi ng cocktai l s w i th Mar cus.
Str ange that . di nyway.  ther e  are four  mai n
mi ssi ons.  each of  these has l ots of  sub stages
and even a coupl e  of  dr i vi ng secti ons t o be
negoti ated.  Char acter s can be chosen at  the
star t of  each level ,  and wi l l  di f fer  dependi ng on
how far  you ar e i nto the  game and i ts ster yl i ne.

r CHICKEN PICK
IEM UPS
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the Rebel
i r  of the

disguised as a
mdpon staff, but

now serves as
Falcon.'

L;KET

, Ge f t r if  •

Rescue Han
Solo, kill Jabba
the Hut, defeat
the Dark Side
and destroy the
Death Star
.

LI

OUT NOW E34..91

PLATFORM

GET TO POWER GENERATOR

CONTROL
JOY PAD
GAME

DIFFICULTY
AVERAGE

CONTINUES
PASSWORDS
SKILL LEVELS

RESPONSIVENESS
GOOD

Originally a
SNES game,
for some
reason this

fl
s
k
i
p
p
e
d

Megadrive and
arrived straight
onto handheld

itt
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C O M M E N T
The Game Gear  l i ves on(
Ther e is no need to br i ng
out  the  l i fe suppor t  machi ne
l ust yet,  as l ong as a coupl e
of  games l i ke thi s keep
ar r i vi ng ever y so often.  I t s
not br i l l i ant,  but  i t 's
cer tai nl y the  best  thi ng.
hol d on,  t he  ONLY thi ng to
arr ive si nce Amiga some
months back.  The  SNES
game was pr et ty  good by a,.
standar ds an i s  i s s i mi l ar l
y  l i p l e S S i V e •The gr aphi cs s u r p r i s i n g l y  good,  but  i n
some places,  t  e  backgr ound hi des the
enemi es' bul l ets as they come towar ds
you,  and even the  enemi es themsel ves.  The
passwor d system per haps makes the  game
a l i t t l e too easy -  l i mi t i ng i t  to t wo or
thr ee cont i nues woul d have been better .
Sti l l  i t s  a good game on ever y other  count.
and i f you'r e  after  a r easonabl y tousti
pl atfor mer  to pl ay whi l s t  you ar e ot i nhe
bog or  somethi ng.  then thi s wi l l  past  the
ti me pr et ty  wel l .

( I
F
I
R
I
V
E

ME CRAZY

C O M M E N T
I thi nk  Steve's  been a bi t
hard on r ecent  Game Gear
output  -  Gar fi el d Caught  I n
The Act  far  outshone  i ts
I l l egadr ive equi val ent,  a nd
Super  Retur n of  the -fedi
arr ives al ongsi de a
l tandheld ver si on of  PGA
r out 911. Ther e 's  cl ear l y l i fe
l eft i n the  l i t t l e bl ack beg
yet.  Super  Retur n of  the  Jodi
has a l ot  goi ng for  i t  -  detai l ed gr aphi c.
pl enty of  fa i thful  r ecr eati ons of  sequel-1,
scenar ios and pl ot  devi ces fr om the  file,
and a good r esponsi ve feel .  t he  ani mMi t .
on Luke's  l i ght  saber  (whi ch i s cl ever
enough t o tur n i tsel f  of f  when ther e's no
chance you'l l  need i t)  i s ver y pl easi ng to
the eye,  a nd the swoops and swi shes of
your  weapon add to the Star  War s Mm e s .
The Sty l ophone r endi t i on of  the  theme
musi c i s another  matter .  but  I  auppose
we'r e  l umber ed w i th that .  Th i e l ,  a  good
play,  i f  per haps a l i t t l e undemendi ng i n
places,  and uses el ements of  i ts fi l m
l i cense to good effect .

M M  S E G A

Some s oc tiOn  are
guar wrii deiaded with
lea, backdrops

vain others are blurry and hide some
of the foreground characters

-4 •

6.)Meddle ol the road
sluff The Rebels are all
Idir ly good

*All the laithlul tunes
ere here
'But they sound like they
ere being played through a mouth
W W I

1

s' Well it is the Game
GOO_

P I A
*Once yen pick it 0,111

, e a s y  Ile kola soles
VIleperitiveness creeps in
in some places

This is nothing INMS, but it is
entertaining mod domino e s a look.



JOYPAD
GAME

011FMCULTY
AVERAGE

CONTINUES
SAVE GAME
Skill LEVELS

2
RESPONSIVENESS

GOOD

OrigindIly
called Tee Oft
then developed
for 32X as
Scottish Open
Golf. Now its
finally emerged
for Saturn as
Virtual Golf.

It you don't
know how to
play golf by
now you need
a pitching
wedge rammed
where the sun
doesn't shine.

S
.  
s  
p

'medi a eye' seem t o be
i ng a bi t  of  cr opper  lately.  Fi r st ther e was
fi asco sur r oundi ng Duncan Fer guson t h e

I l ver ton pl ayer  w ho got  sent  to jai l ).  then
ther e was a spot  of  bother  over  Wi l l

Car l i ng and hi s 'fl i ng w i t h  Pr i ncess Di .  not  to
ment i on Cantona  and hi s Kung I N ki ck.  Davi d Hi l l i er
got  caught  ni cki ng baggage  at an ai r por t and Ter ry
W a s h les came a cr opper  empl oyi ng some
"embar r ass i ng" busi ness pr acti ses.  But  unt i l  Ni ck
Fel d*  deci ded pl ay hi s bal l  out  of  bounds,  the  tr anqui l
world of golf had stayod rolotivelly oloazo-troo.
And ors a sleaze-free game that Core want you experience
as they introduce us to Virtual Golf. They aim to dispense with
all the stats and get down to some serious, no-nonsense
gameplay in order to please the nation's hungry horde of golfing
fanatics. Instead of being your usual batch of sports people who
would brave all sorts of weather just to keep up their favourite
pastimes, these people choose as a substitute to the real thing a
game where the only club they may grasp is a joypad and the
only balls they might play with are (I think that's quite enough of
that - Marcus), Yes, well, this game was originally due out for the
32X under the title of Scottish Open Golf but due to a couple of
technical glitches (something to do with the license) the name had
to be changed and now it will arrive via the Saturn instead of the
beloved mushroom,  with the highly imaginat ive title of...Virtual
Golf. Hurrah!

O
P

COURSE YOU CAN
Virtual Golf has adopted a couple of neat twists in order to
prolong the playt ime you may choose to give it 01 the tour
courses, only two of them can be accessed when you start as
they feature the amateur holes. In order to play on the other
two you have to first obtain professional status. This is done by
finishing an amateur tournament under par after the duration of
the four rounds. You'll then be given a password that lets you
enter the pro courses. Should you finish all these, there is an

• m o

eauti
tikSt r y s i d e ,
promised 'unpa

opportunities for a great
game of golf.' It

originally called the 'Stu
and was laid out by Ern
.Randall, one of the great

golfers of his generati

e two is set in Cornish
territory, and bears many

similarities to golfing in
Scotland - they use haggis

for balls and the flags are all
Tartan. The strong sea gusts

provide a challenge in the
wind depa

PENPERRO

920s, wealthy
illiam Perceval
famous Irish

or Connell O'Hare to
ign the best course in
nd. He turned it down
built Legoland instead,
• s t i l l  a nice course.

KILM

e four. p e n
hampions ip  was won
re by Tommy Smith.

oiling traditions in this part
of the world date back to
1570s. when human bo

used as clubs and
s doubled as

lee.

GLENLOCHRIE



—
I chal l enge any one of  you to come up
wi th somethi ng funny about  gol f
wi thout  usi ng hai ls in the gag. . .

SCR MB ING
As with most of the other
golf games, the style of
game you can play is varied.
The usual options are
presented here: Shoot Out,
Tournament and Skins
Challenge are all pretty

miller. However, Core have
ded yet another new style
play to liven up the

proceedings with a Derby
Scramble. Also known as a
Texas Scramble to the
keener golfers out there, this
basically consists of two
players in a team, battling it
out against two other
players, human or computer.
All of the players take Tee
shots and then whoever
from the pair has driven the
furthest, takes his/her shot.
Then the partner takes the
third shot, and the two of
ou keep alternating

tween hits until the ball is
the hole.

The gi a l l i t i t t  has r ui ned this course.
Look at the size of  that footpr i nt.

As the bal l  makes i t's way towar ds the
hole,  a  bi rdie looks l ike a certainty. . .

•

_ b u t  a str ange force war ps the bai l  to
di mensi on c h a r i s m a &  Ni ck W k .



That is the br an device for  bl i nd
gol fers to r ead the sl ope by the hole.

SIMIICMCZCZI

Oh dear. Only 13 over par and in last
place. S t o  ironing, Jill, you old bat.

' P A BIT, A  BIT
If you don't fancy playing with all the flash
camera angles then you can pan around most of
the hole by yourself. By using A and Z buttons
you can move upwards to look at the hole from
arious angles. If you want to slide left and right,
e the top two buttons. The primary use for this
looking round the obstacles that are in your

ay, but if you just fancy being a bit flash then it
Roes that purpose as well.

v
u
m
w

D ACTI
The Virtual sports games•

ST AT IC
C A M E R A

a fixed
position behind your male or
female golfer.

R A  K  A N D
ERA,
,t.  e  ball s p i n s

roun onc e  it has Ian ed.

oming common on the Saturn all have one
a views. Dia is no exception.

Cd
your golfer, but t
up and down and tr
right

ball
left to

This is the PGA style view
About half way through the
shot, the view switches to
behind the hole.

'
w
i
l
l
t
h
e  
b
a
l
l
,  
b
u
t

remains fixed to the hole.

About w a y  rough s hot ,
this changes to a view in a tree
top and follows the ball until it
stops.

MUM S E G A
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If I  had a mi ddl e e l  the  r ead
lace i t  woul d fi t  thi s
per fectly,  so don' t  be put
off by the  sad face.  Fi r st
thi ngs fi r st:  Cor e wanted to
make a gol f  game that  was
easy to get  to gr i ps w i th
and coul d be pi cked up and

pl ayed st r a i ght  away.  They •
c i r v
wanted t o concentr ate  mor e "1/ 0
on fun than si mul at i on.  And
in m y  view,  they  have succeeded.  I t  i s
exactl y as they wanted,  but  unfor tunate l y
that  doesn't  mean i t s  al ways a good game.
I ts pr obl em is that  the  gr aphi cs don't
r emai n consi stent l y  good.  I n pl aces they
are l i ne,  but  i n some other  par ts they  ar e
less than per fect.  I f  you happen to rol l  up
near  a gr oup of  peopl e or  a tree,  they  stay

- eaactl y wher e  they ar e and you have to
take your  shot  thr ough them and you can't
see wha t  you'r e  doi ng.  The tr ees ar e al l
pisel ly i t  you get  too cl ose as wel l .  Hav i ng
said that ,  ther e  are some good and or i gi nal
Ideas her e tha t  var y the  gamepl ay
enor mousl y.  The  Der by Scr ambl e is a gr eat
l augh w i th al l  human pl ayer s,  and the  fact
that  you have to become a pr ofessi onal  t o
play s e ns e & the other  cour ses can mean a
ki t  of  t i me befor e al l  the  game is done.  The
best i dea is the  opt i on to fl i p al l  the
cour ses once you ar e bor ed.  Summi ng up.
if the  gr aphi cs had been al l  of  the  same
standar d and ther e was mor e i nfo to hel p
you sel ect your  shots then thi s woul d have
be e n a  v e r y  g o o d  ga m e .

C O M M E N T

The i dea of an i nstant  gol f
game imp pr acti se.  lb o mood
to l ook at  the  manual  -  j ust
str ai ght i nto i t)  i s
enor mousl y appeal i ng.
Gamepl ay wi se,  Vi r tual  Gol f
fi ts the  bi l l  admi r abl y and i s
tun whi l e i t  l asts.  The

tr i mmi ngs that  gi ve thi s a M A R C U Ssophi st i cated veneer  never
real ly detr act  f r om the fact 4•1111.1
you ar e pl ayi ng a game based on gol f,  not  a
gol f si mul at i on.  However ,  whi l e  ther e's no
faul t i ng the  gamepl ay her e,  some
si mul at i on-qual i ty gr aphi cs woul dn' t  have
gone ami ss.  I t s  annoyi ng tr yi ng to take a
shot at  a bal l  when a casual l y dr essed
fami l y posi ng for  the  next  Fr eentans
catal ogue obscur e your  vi ew of your  pl ayer
— e v e n  t h o u g h  t h e y ' v e  g o t  t h e i r  ba c k s  t o
the game and a beami ng str ai ght  at  you.
Cl ose-up,  over hangi ng tr ees take on the
appear ance of huge  or ange jel l y fi sh whi ch
pr ove si mi l ar l y f r ustr at i ng t o the
per fect i oni st  ai mi ng for  the  per fect  shot .
Coupl ed w i th the  i mpr essi on of  a r el ati vel y
l i mi ted geogr aphi cal  scal e foster ed by the
wor kmanl i ke gr aphi cs,  thi s  adds up to
somethi ng of  a compr omi se.

C O M M E N T

Sti l l  SCISO NZ  M O  p re t t y
good.
'Bi n overall graphics ate
poor, and blocky in most places.

You cant fealty hare
much on a poll game but
what there is here passes
the time

Th,
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Limps mid cheerful. and
Ettigadmat Tofu who
introduces each holt re funny.

Really easy so get into
and with all the different
styles this will lake a hit of
play to crack.

AFINN soma s and the
WINK Meth work in the
pron's limey

lg

Better than World Cop Golf, but
not a great game Gone fun to
play but some graphical
compromises mai the overall
bet



FEBRUARY

tak
Ti
fi
t )

LESS TH AN  + M I

Play in a
variety of game
styles, always
aiming to get
the ball into the
hole. Simple.Witif

US GOLD

GOLF SIM

CONTROL
JOYPAO

CAME
DIFFICULTY
AVERAGE

CONIINOES
SAVE GAME

SKILL LEVELS

RESPONSIVENESS
SLOW

Golf games
appear from all
over the shop,
and this is the
Saturn's
second after
Pebble Beach

8 2  M M  S E G A

bug doesn' t  b  you w he n yeti
are g .  i t ' l l  get  you when you ar e ol d and
mar r i ed and need an excuse to get  out  of  the
house.  Whi chever  appl i es to you,  a  couch potato
ver si on of  the  spor t  i s obvi ousl y appeal i ng to

lots of  gamer s out  ther e,  j udgi ng by the  popul ar i ty of
pr evi ous ti t l es.  The di st i nct  advantages of  not  havi ng
to t r udge ar ound a sodden c o u r s e ,  not  havi ng to
for k out  for  a bi g
sot of c l ubs and
water pr oofs (i t
wi l l  a l ways
rain w he n
you go to
play),  and
not havi ng
to wear  a
big pai r
of str i py
blue and
whi te
socks
are
obvi ous.
The
downsi de.
however .
is tha t  you
don't  s tand to
make any
money thr ough
l ucr ati ve "pl ay  gol f  m y
w a y "  vi deos,  and you don' t  ge t  to
cheat on your  wi fe  w i th your  bl onde 2 2  year  c a d d y .
World Cup Golf is the second 'attempt' at cracking the 'little white
balls and big green fields' sport of Golf on the Saturn. The only other
game was Pebble Beach Golf, which was OK, but didn't break any
boundaries. This totem game is US Gold's version of events and is set
around the picturesque Hyatt Dorado Beach course in Puerto Rico. It'
all a bit lush, and a far cry from the iuurses that you find here in
Blighty - there are no overflowing rubbish bins or burnt patches of
grass set on fire by annoying kids. But even the best simulations ' t
give you sverythi

. 1 1 • • • •

•
re are a lot of of possible pre-shot options to be had,

- this game makes full use of those. By pressing B
before every shot a number of icons will appear from the
side n  for you to fiddle about with. Take a
gond

these around, the feet will mov. •
e F or D, indicating the draw or
ll will have. If you manage to

ball accidentally by stopping the
or after the indicator, you will be

e e n t a t o r  that you've

Feet icon, except
me, e  arrow up or

wn the ball will have topspin of backspi
is is best used for when you are

tempting to hit the green. especially if y
can overshoot so it rolls back towards the

airly simple in that it will indicate where
ag is from your current position when

u press the button on it, It is useful if yoU
playing a fairly straight hole, but if the

le veers off in all directions it will cut
across whatever is in the way to show ou

where the hole is.

ant to show you the
direction of the slope on the
fairway or the green, but
frankly, it doesn't really cut th
mustard. The putting slopes

hardly ever • ve any adverse
elf s o  you will d

straight.

r practise r o n l y .  This
one lets you take the previous
shot i n  if you made a c

St one.

hol
wh h a t ' s  in t
way an such like. then
this to view any part of t
hole. You can also zoom to a

the hole you want

FEET
4

VII!"  $
1
1 1 9 .
,

SPIN 0 BALL

Steve
calculates his

shot wi th
mi l i tary-l ike

precision -
a nd sti l l  ends

up i n the
bunker .



C O M M E N T
I 've wasted many hour s
thr ough pl ayi ng the  PGA
ser ies so much.  Not  to
ment i on the  money I 've  l ost
pl ayi ng a four  pl ayer  ski ns
match.  So when the  souped
up power s of  the  Satur n
arr ived,  t he  pr ospect  of  a
fl ashy gol f  game got  me
qui te  exci ted.  But  sadly,
thi s i sn't  i t.  Sure,  the
gr aphi cs are good,  and convey
the gol fi ng par adi se wel l .  The  sounds ar e
sui tabl y corny,  w i t h chi r py bi r ds and the
spectator 's  i ther e's  j ust one)  cl ap al ong
wi th the  speech fr om the  mi l d manner ed
commentator .  But  the  pr obl em w i t h the
qame is that  i t  i s a l i ttl e sl ow.  The  hol es
load onto the  scr een qui te  qui ckl y,  but  the
pr ocess for  taki ng a shot  and the  amount
of t i me i t  takes to set up the  game i n the
fi r st pl ace is ver y pr otr acted,  even wi th
the qui ck star t.  Then,  w he n you do actual l y
play the  cl ub,  sel ecti on and di stance can
pr ove real ly annoyi ng w he n you wor k out
the exact di stance per centage,  and the
shot goes onl y hal f  tha t  di stance.  Thi s i sn't
a bad game.  i t 's  j ust  badl y fl awed.

STEVE

C O M M E N T
Of al l  the  gol f  games I 've
seen,  thi s  comes the
closest t o the  cl i che of  "a
good wal k  r ui ned" -  bi r ds
sing,  and a pol i te cl ap
accompani es your  mor e
successful  moments  as
the sun beats dow n on
your  pi ctur e postcar d
after noon,  Sadly,  w he n i t
comes to actual  gamepl ay,
thi s is r ather  l ess i mpr essi ve.  Onl y
havi ng one cour se i s too l i mi ti ng,  t he
actual  game engi ne i tsel f doesn' t  r i val
the i mpr oved set -up of  the  l atest
Megadr i ve PGA and ever ythi ng is j ust  a
bi t too leisurely.  Thi s is an i mpr ovement
over  Pebbl e Beach Gol f,  but  w i th
super i or  games sti l l  appear i ng on
i nfer i or  systems,  i t 's  sur el y j ust  a matter
of t i me befor e gamepl ay and vi sual s
come together  i n a bet ter  Satur n game.

MARCUS

t The cosittok ate Lindy
simple, which nsakes
playing easier.
Vent it takes too long to get going

A SAII baking game that falls
ASK of the green with dodgy
castrels and gaineplay One for
desperate golf tans

J. The 'ammo leeks really
nice. is nails detailed and
Wits really utiockly
',The 1111,0 IS tough and grainy
.

is The golfers moves are
pretty flied but there's
nothing groundrht caking
here

A the deem gull toms
pass the time
?Thom me only a couple al

The speech is clear
and appears regularly, and
the chirps ate spend
V The number ol phrases is limited

altollayer games
will Lea Int a whole
VINith only one course.
single player games are restricted.

TEIN

e number of
, with all s

for. The
one c
, with n g  one club a

• arou r s e .  This is
sur e a s y  if you choose the correct club. A

bbish because it is so difficult to use
e fairways, and likewise the sand wedge is c
cause you don't get any distance woth it. Other

options include the standard Matchplay and Me
(professional tees) competitions, and for a bit

bined action you can have Fourballs in eith
rmal or medal tees. And of course, as seems
norm with all the golf games nowadays, th
ion is there, where you play for a set amou
ney per hole.

i
p
r
needs

out titer
ion. It is a Si MAKE

well as the other game styles mentio
here, the practise option goes into

, depth.  Not only can you have a
d to get used to the controls but y

a go at more specific things.
g only the one course, any hole

ed to play, and you can also ha
b. o u r  chipping on any hole. Quit
is a b i z a r r e ,  considering that you w
probably have a bit of a struggle even g
leer the green at first. And to finish it off

green is available to putt on to get used
and all that.

/ 1 r  1
r
7
1
1
,
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"In the town wher e I  was born,
l ived a man w ho had a bomb. . . "

IMPORT

M
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you pul l  dow n the  per i scope.  Scan the
hor i son for  enemy shi p* .  They k now
you'r e down ther e.  They k now  you'r e  vul -
ner abl e.  And they 'r e  wai t i ng for  you.  You

scan the  faces of  your  cr ew for  i nspi r at i on -  al l  you see
is despai r ,  confusi on and the desper ate desi r e to fi nd d
way out  of  your  under water  hel l .  Sweat  dr i ps of f  the
wal ls of  your  submer ged steel  t om b and cl austr ophobi a
lurks l a ever y dank shadow  as you agoni se over  your
I/01116041. Shoul d you l ead the  hunt
s  o r  s i t  i t  
o u t  a n d
face the  wr ath of  your  mut i nous cr ew and i nner
demons? These ar e the  har sh des-
i de a s  of  nasal  command,  and the
gr im r eal i ty of  submar i ne war -
fare.
Well you n  forget all that for a start.
Imagine t Y e l l ow  Submarine strayed
into C m  T i d e .  And the two subs
decided to e e  who was hardest. The
coin-op ch l c  In The Hunt used an
explosive u er water  setting as an
inventive w i f  spinning another trick
on that most dur i ng  game scenario -
the destroy e r ythi ng in sight shoot
'em up. And it be e n  faithfully recreated
here pixel by p I

IMPORT (EMI

SHOOT 'EM UP

CONTROL
JOYPAD
GAME

DIFFICULTY
HARD

CONTINUES
NONE

SKIRL LEVELS
3

RESPONSIVENESS

A coon-op lave
from days of
yore. faithfully
translated to
Saturn.

Armed with
depth charges,
torpories and
rockets, devas-
tate the under-
sea, underwa-
ter and over-
head opposi-
tion.

YELLOW
As if demolishing buildings, depth charging other subs and
tackling ancient demon gods wasn't hard enough, there are a
load of bosses to wipe out as well.

SOUTH POLE
Keep Out Of the way of this one's tangly
tentacles. Shoot the ends of them, how-
ever, and you'll be well on the way to
nobbling him.

CHANNEL
You're unlikely to come across any of
these next time you're driving to Paris.
Dodge his downward rays and shoot
underside.

SEABED RUINS
Not content wi th pummel l ing'
through the ground and forci
the ceiling of his temple, this
mutates into an undersea Freddy

r. He's mad as hell.

KEN TO WN
end of level 4 finds you in the

tches of these two subs. Avoid g
ting caught in the whirtpools their
ing noses create -  it's a nightmare,
to break free

DEEP DARK SEA
The fifth level's lava caves culminate in
this multi-headed silver dragon which
gobs fireballs at you. Quite how he m
ages this underwater is a mystery, but
he's not worth arguing with.

ENEMY BASE
a boss on this, the final level, is a vast

multi-sectioned rocket that dumps all
manner of unpleasant explosive devices
on you as each of its sections splits off
ahead of you.
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Don' t  let these fighter s i nter r upt
your  Nor th Sea demol i t i on work.



SH I N I N G
F RO NT S

The pigeon English which adorns It
The Nunes inlay booklet offers a vaiii
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ns: "Kateldaisensou is
out shootinggame.
break thiugh monstre
And at last looking up

ront of the sea." So there
have it. Next time you find

rseff looking up any shining
fronts you'll know what

to do.
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I n g  Ga

Game Sh

Is g o t
eel  g e t

thi s I .
sec-
rent.
I ly
i ng

and I
e n a
so

*en i nc l uded i f the
i t? Sor r y but  i t s  oi l

r ant the  Dust
The Cr aggy Cor ner  DI

Danger lurks around every cor-
ner in the murky depths, but
help is at hand too. The follow-
ing power ups can make all the
difference, transforming your
firepower from a 'fart in the bath'
experience to something devas-
tating. Not that failing in the
hath is anything to underesti-
mate...

POWER UP

FLOATI NG
M I NE S

HEAT-SEEKI NG
MISSILES

U PER-POWERED
T ORP E DO

You j oi n the hatht i me In the Hear n ho
a nd Marcus has just f ound himsel f a

The bubble trails left In
the wake of depth
charges and tornados are
mtpressive
elverything does slow up a bel whim
It etc bus

Strident naval anthems
acconipany your undersea
mxssions

Resist all attempts at
strategy and lust keep bit-
ting the fire button This is
mindless, but engrossing

Every collection needs a game
like this, and this is a quality
conversion of a top notch shoot
em up,

Everything Item individ-
•a  Wicks to whole build-
sags go Plying atoeed tbe
screen in impressive detail.
'Larger settles can sometimes seem a
bit 'disconnected'

_JrActu-rrir
v a t  irmi, areal going 1 1
taposenedi of a long
PIMP dhe111092 to the  sea-
soned shoot Itm up addict The Pal
version will need to have the Infiniti
continues' option knocked Out
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shoot
r cr af t
Hew

thi s
-the-ar t.  A
• Ever y Satur n
ul d possess a
this,  and i n m y
is fr enz i ed ter -
has al l  the  i ng
compet i t i on i n thi s fi el d.  The

s ar e hi ghl y  detai l ed.  the  I
• r e s  ar e i magi nati ve,  ther e is

var i ety of  weaponr y  and power -ups.
however  fr enz i ed and uni ntel l i gi bl e thi
seem to get  on scr een you never  qui te
your   f  di r ecti on.  Jus t  keep on pl
gi ng away and you'l l  br eak on thr ush t he
monstr e and dar kness.  I t 's  onl y r eal l y l et
,dow n by a s l ow access t i me as b o s s . . .
l eaded up.  El sewher e,  on the  'unde ns a t
skyscr aper  • level ,  some of  the bui l di ng
spr i tes seem a bi t  'di sconnected' .  As i de
fr om these mi ner  gr ipes,  whi ch go un-
noti ced when you'r e  bei ng bombed,  dep
char ged and cr ushed fr om al l  di r ecti
The Hunt  does the  busi ness.  M y  vote
the Empty  metre Thr i l l  Awar d of  the

MARCUS

A

Setviceable arcade.

Plita te

style crunchy echoes
when enemy subs lot yawl
explode

R:
1



CONTROL
JOYPAD

GAME
DIFFICULTY

HARD
CONTINUES

NONE
SKILL LEVELS

3
RESPONSIVENESS

OK

The Primal
games are
doing the
rounds on all of
the consoles at
the moment
Next stop. 32X.

Do you really
need to be told?
Chomp up the
other
dinosaurs, etc.
etc.

A

C u r r e n t  3 2 X  sof twar e  is l i ke w

= h i r e  -  w he t  l i tt l e ther es out  i n dr i bbl es.  And
m e a n =  f t

very hal i pi ther .  But  fear  not  al l  you , ,  I ,  4 0
4  . .
,
0 1 1  •
-
t

angui sh m u s h r o o m  owner s,  as As "
ther e ar e some ga s  on the  hor i z on tha t  q
u
i
'

shoul d br eak the  pocket  of  dust  over  the  car -
tr i dge sl ot and get  a l i t t l e plegl ipae.
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M OS pr
• with a jaunt b

dino mayhem. T
. r  with most who p

lived and died by it. So I a  met ier of
h e  neighbourn t s t o n e  came 8

t o u r  very own h o r  those of you that
have lost the plot or have been trapped in a space-ti

the last year or so, the aim is to s imply beat
oothed, long-tailed, horn-bearing, ov

g of the beasts. The
ry that yo m a y

or take a

Technplow these da
a
t
r
i
g
M
!
h
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g
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h

decided we co
tort
43 a

cont inuum
a batch
lizards in a 1 s t  to become
* ,game is set around the the
expect to find d n a  1 Mi l l i
o c

;IL .

"Ooogga bogger  wicka r ocker " said baby
di nosaur  to the mummy dinosaur ,  whi l st  gi vi ng
her  a l ovi ng gaze.  ' S o d  off  and get your  own
bl oody di nner  you lazy tyke" she repl ied.  Mor e
mi nor  domesti c ti ffs i n the di no househol d next
month.

NOT IT  ILL NICE
The special moves for each character can be a litt le
tricky to say the least So for all you lazy gets, the oppor-
tunity is  there to fiddle around with the controls to bring
the numerous button presses to a halt. By changing the
configurat ion so that the extras (Z and C), read Special 1,
2 or 3, special attacks can be executed at the touch of a
single button. Not  only does it save you a hit of t ime, it
means that your unsuspecting opponent,  if you happen
to be playing in versus mode, won't  see you are trying to
execute a move and will be completely  taken by  sur-
prise. Lovely.

a nd then he said,  'Sor r y we
don't  serve di nosaur s!' See I  tol d
you
,  
i t  
w
a
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f
u
n
n
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-  
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l aughi ng bl ood. '



I have mi xed vi ews about
thi s game.  Kalif of  me thi nks
that  i t  i sn't  tee  bed,  but  the

other  hal f  of  me thi nks
'Wher e's  tha t  copy of
Vi r tue Fi ghter ? I t ' s  not

that  i t  i s a par ti cul ar l y
bad game.  i t 's  i ust  tha t  i t

seems a l i t t l e dated com-
par ed to some of  the  other
games now  on the  mar ket.
And i t  scents t o be vi r tual l y I denti cal  t o
the Megadr i ve  ver si on.  The  gamepl ay is
what  wi l l  dr aw most  of  peopl e.  and agai n,
even t hough I t 's  not  br i l l i ant,  i t 's  good
enough and di f fer ent  enough to war r ant
look.  Pl ayi ng wi th di nosaur s i s sti l l  a good
idea for  a one on one fi ght i ng game,  and
thi s handl es i t  wel l .  But  over al l ,  i t  i s a
mi ddl e of  the  r oad beat  'em up.  Not  gr eat
but  geed enough to be a possi bl e al ter na-
ti ve to Vi r tue Fi ghter .

C O M M E N T

WE'RE NOT
WORTHY!

don't know, these fickle humans. As
you are playing, no doubt you'll be
aware of the people walking about in
the background. Not only do they
serve as a way to enter one of the
bonus games, but they can also aid
you in your quest. Each of the dims
has a group of followers, with their
own particular tribal colours, and
remarkably change their allegiance as
soon as you manage to beat their des-
ignated lizard. The further you get inI0
the game, the more worshippers you
get. But it's during the game that
these can become the most use. You
can actually eat the humans as they
come forward to the playing area, to
replenish flagging energy bars

Ammor -mow
C O M M E N T

I .  the  months  si nce I  fi r s t
fi ddl ed w i th the  Game Gear
and Milegadrive ver si ons of
Pr imal  Rage the  novel ty of  a
di nosaur  beat  'em up has
wel l  and t r ul y  wor n off.  I t
seems the  gr eat gamesbuy-
ing publ i c feel  si mi l ar l y
uni mpr essed,  w i th sal es of
the game fal l i ng some w a y
shor t of  Ti me-War ner 's
expectati ons.  So wha t  of  thi s l atest  ver -
sion? Wel l ,  a l though i t  doesn' t  seem r adi -
cal ly over haul ed f r om the  Magadr i ve  game,
thi s is as good a ver si on of  Pr i mal  Rage as
you'r e cur r entl y goi ng to get  on a Sega
system.  Rel ati vel y,  the  ver si on of  Pr i mal
Rage that  makes the  most  of  i ts for mat  i s
sti l l  the  Game Gear  one,  but  thi s  w on' t  go
amiss on the  shel f  of  any 32X-owni ng beat
'em up fans.  Thi s j ust  seems ver y or di nar y
in r etr ospect,  and i n my opi ni on comes
nowher e near  to toppl i ng the  mi ghty  Vi r tue
Fi ghter  i n the  32X  Pr emi er  League.

-isismisailieoW111111111

WANT
FRUIT FOR THAT
BOWL?

SUM

Like other versions the game, this has lots of hid
den tomfoolery to be discovered, and the best of
these are the secret games that lie in the depths
For those that have played the Niegadrive game
and have read our various tips on how to reach
each of the sub games, the good news is that
they are exactly the same as before. The ten pin
bowling with humans as the pins and the volley.
ball game with a rolled up human as a ball is here
as well, so those looking for a little more than a
standard fighting game will be satisfied.
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su If lc lent improves.
menu on the 16 bit VOISIOAS.

Storl not ihat many
hems result in 1011143
blocky movements

Aldan% Inane
drum-type music anon
ed with cave people

IS difficulty settings..
Vffili not really die
emtateinemt in make you ploy
aM of ihe settmos

A good enough game. hut com-
pared to other titles on the
Merodrive and 32X it falls
Stroctlw middle of the road
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Reviewed some months
back, but delayed for the
PAL conversion and
scheduling, this is the
perfect game for a
sedate post-Christmas
gaming interval, where late night sessions follow all-day turkey munch.

binges. Sim City is the sort of game that rewards time invested.
IPrilly for those who actually know how to read a manual. We'd say

it was a game for grown
ups and school swots. In
comparison with the PC
versions, it does suffer
from slow-running, a fact
that annoys us as much
now as then. Subsequently,
Sim City 2000, although
recognised as
a 'classic', is
not one as
such on the
Saturn.

Originally this received the least attention of the
'Big 3', and it's the last to appear, but Rally has
the distinction of getting better in our estimation
every time we play. This is the game Gus played

most over Christmas, shaving the seconds off
those times and really getting to 'feel' the courses.
The cars handle better than any other car in a driving
game, and for once, every possible optional feature has
been included. You can approach the four courses in all
kinds of ways; split-screen, Time Attack, championship or
race against yourself in Ghost Mode. Also the replays, one
of the last features for Sega to put in, are superb.

8 8  M M  S E G A

O V E R A L L  .
11 - 1
1
,

Nice, but sufferiog from a couple of contusions in the left yarneplay
lobe. The boffins should be pleased.
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Every thing too s l imy
to ge t a  double -pa ge
spread e nds  up here ,
a l though the  be s t of

the  be s t makes  an appearance
whe n i t  be c ome s  t i m e  to  make
the  tra ns fe r  fr om  fi gm e nt-o f-
the -ima gina tion-in-a -S e ga -P R.
person's -head to  on-the -s he l f-
reality . Happi ly ,  thi s  m onth sees
a re tros pe c tiv e  we lc ome  for
tw o of Saga 's  be s t ti tl e s  ever.

SEGA RALLY
644 .99
1-2 PLAYERS
SEGA



Out Now's big question this
month is 'How the hell did this
happen?'. While hardly touted
as something iconoclastic in
the platform field, US Gold
might have been expected to
have received more in return
for their considerable invest- -
ment than Johnny
Bazookatone delivers. As a
Saturn game it's a bit of a
shambles from beginning to
end.
The plot is a convoluted affair
involving music stolen from the world by an Elvis-cum-Satan figure,
and the Johnny B hero figure whose task is to sidle around the vast lev-
els scooping up the musical notes and the little green midgets. The

, game is non-linear to an extent, allowing you to approach scenes in
varying orders if you find the connecting areas.
Where it starts to go wrong is the initial visual impression. The game
looks muddy, sombre and indistinct_ This is partly a problem with the
graphics ideas, and also with the execution: the backdrops must have
looked great in hi-res, but digitised and simplified by memory restric
tions on the Saturn and they look mince.
Surprisingly the music also comes on for a pan-
ning, considering how the game concept is
supposed to hang off it. Well, the open-
ing 'theme' sounds like the music to
some daytime TV show like 'Kilroy'
and the rest of the level tunes
show no particular merit
meandering sax solos are not

' the best types of musical
accompaniement for video
games.
Plus, lets not forget to stress
how mind-numbingly dull it is to
play. We could explain this at
length in terms of poor controls,
overlong featureless levels and mud-
dled game logic, but it's not
worth it. And a final tilt
at the mags who
were sad enough
to rate this game
in the 90s.
Anyone who
thinks this com-
pares with the work
AIVI2 are doing
should con-
sider seri-
ously if
they are
fit to
work in
the video
game press.

• moment to be a musical extiaviri ;  a  stieam ol

D is a game which is more con-
troversial than notable for game-
play. It's a walk-through adven-
lure shown in a first-person perspective and depicted by some incredible
pre-rendered graphics. It follows the nightmare adventure of Laura, a per-
sonable young girl who was unfortunate enough to be fathered by a psy-
chotic serial killer, and who now faces an unwelcome trip through his tor-tured mind.
The actual game involves solving simple visual and symbolic puzzles in

sequence, opening further
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soills.. nitely Gothic, with winding
stone staircases and pot.

with creepy moving
s. The sound should,
o give you the willies.
hough D is dead
ry (once) it's also
rprose surprise) not

that big, and shouldn't
• .  take too long to solve. A

me with tremendous
°sphere and

panache, but served up
on a disap-

pointing-
meagre
t t t
i o
n .

Our opinion
that this is
the best con-
sole game
ever has not
changed
since our
review. By the time of this maga.
zone, it has been out for a few
weeks, and if you don't already
have it you may have to wait

ages for new stocks. Hal This is
the fighting game that draws on people that have no inter-

in fighting games: the movement, the weighting of
ghters, the sheer style of the programming pro-

0an eye-popping spectacle which is the undoubt-
y state-of-the-art. Virtue Fighter 2 is the demo of a fact

that Playstation owners would do well to remember.
Softla have the magic.

( ' S AT U R N  R O U N D - L I P  /
11 4
7 -JOHNNY
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1 PLAYER
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VF 2
VIALBS
1-2 PLAYERS
SEGA

• o t f  with tt i• •igest  climax in volac (James eig-
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'm gl ad Chr i stmas is
over, because i t 's  a l oad
of  ol d t • s h anyway.  I t 's
such a dr ag seei ng
those bal d,  fa t  r el ati ves

who onl y ever  come r ound
once a year  to gi ve you a pai r
of sl i pper s or  pyj amas for  a
pr esent,  And then havi ng to
eat tur key as i t  i t 's some k i nd
of bi zar re r i tual .
whi l st  some fat  uncl e
dr i nks hi msel f  stupi d.
Then,  the  ol d
favour i te,  AO
Chr i stmas Cl assi cs'
comes out  of  the
dr awer  for  a bi t  of
I ba c k gr ound
musi c finishing your
l iving r oom sound l i ke a
shoppi ng mai l l  fol l owed
by the i nevi tabl e game
of Tr ivial  Pur sui t i cer ds
to r ound of f  the
pr oceedi ngs.  Thi s is an
I r out i ne s pr uc e d
up onl y by your  10-year
• l d ne phe w  thr owi ng up
after  on.  gl ass of  wi ne
INimmm,  come to thi nk  of
it,  tha t  sounds a bi t  l i ke a
few of  the peopl e  her e on
ME AN MACHI NE S ' .  Anyway.
send your  ant i -Chr i stmas
l etter s to S ANTA IS A PRAT.
YOB'S MAI LBAG ,  ME AN
MACHI NE S  SEGA.  PRI ORY
COURT.  3 0 - 3 2  FARRI NGOON
LANE,  LONDON,  I C111 3,111.

T I M  GIBLETS
Dear Yob
After my safari through Elvis's sids,
I'm back. And you're back. Great tu
see you back to your old git-
slagging, saddo-bashing maniac
insult lobotomising self. And twice
as sexist as before! Controversy, I
love it. But beware, Mary
Whitehouse's arse-crust society
might try to get you banned like • .

, they  did with the Cybermen.
Interfering old prune. So, it's
official. You're officially official.
Seriously, I think it is a good move
in the long term, as you now have
all the most important titles first,
yet can still give a good kicking to
the crap that deserves it. Also, the
music CD was excellent, as I am a
big fan of in-game music, and I
think it is too underrated and
unrecognised. And I'm glad Core
Design were on it, as they are the
masters of European game
soundtracks.
But thank the Lord, we've got the
trusty newspapers to warn us of
such terrible evil forces that lurk
inside the games we play! Oh yes,
we're in danger, terrible evil
stomach-wrenching terror-inducing
danger! This hideous plot to pollute
and control each of our minds must
be stopped, for pity's sake. These
vile subliminal messages are in my
brain right now. I cannot resist. We
must obey... Just the other day I
had to take Out 50 pedestrians after

11111111111111•111W
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playing Daytona, then launched I s .  The depths of sadness have
been breached further with this
little episode. If Galvin's MEAN
MACHINES were stuck together,
this guys must be bloody welded.
Doesn't your mum worry about
things like this? No, she probably
fancies Marcus anyway. Your
whole family is sad. Get lost
forever.

searing fireballs from my hands
because I thought the man behind
the Our Price counter was Sagat. I'd
already maimed 12 customers with
a high power hurricane kick, and a
Dragon Punch before I realised my
mistake and took off my red
headband. That's what you get for
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Hoyton in Liverpool eh? eh? e
r i m  down, calm dow

watching Street
Fighter: The Animated Movie. By
the way, vvhen's the game out? I
must go now. I feel the urge to don
my Death Adder helmet and go and
axe some civilians. See ye'.
Emperor P Johnson.
YOB:Well, not much to say about
that really is there? Proof that
Video Games really do cause brain

damage. 4 0
, ,

SLIPPERS
Dear Yob
I purchase MEAN MACHINES every
month, and when I am down. I
open the mag to the editorial page
so I can see your pretty face Claire.
I have written you a poem.
Your hair is just so wonderful.
Your eyes have power too.
Your face is ever so pretty,
I want to make love to you.
Claire, I doubt I will ever meet you,
but you are the
one in all my
wildest
fantasies. You
are the last
thing I think of
before I go to
sleep and you
are the first
thing I think of in
the morning.
P.S.Please can

t e
l l
t
e
g i
v
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m
y

r a mention. I
love you Claire,
and I will write to
you again soon.
Scott (Kiss, loss,
kiss).
YOB:If you are
reading, Galvin
Amis, I take it all
back. You are not
sad at all -  this guy

•

UNDERWEAR
Dear Yob
Oh majestic king of bottom bristles.
I just have one point to make: The
Game Gear reviews you have are
trousers. Why can't you give more
space to us sad and lonely
handheld owners. I mean, we fork
out E2.50 for about 3 lousy pages -
of cack games and no tips! I know
that Game Gears are as cool as
bright green tanktops compared to
the Saturn, but could you make its
last few hours enjoyable, instead of
complete pants.
David Jenkins, Elishopstiegnion,
Devon
YOB:There are the garners out
there who keep up with the times,
and then there are the sad and
lonely individuals who save their
20p a week pocket money until
they can afford a Game Gear and
never buy another machine again.
The latter is clearly shown above I
am led to believe the syndrome is
known as Gearus Lonelyi Saduss
afflicts one in every four of our
readers. My advice is simple -  the
only known cure is to brush the
mothballs away from your wallets,
throw away the skeletons and
spend those El notes on a new
Saturn All your worries will
disappear after that.

SLADE a
l a r l
Dear Mean Yob
I own a Sega Megadrive with 16
games and a SNES. At the moment
I am thinking about buying one of
the two exceptionally good

consoles: the
Saturn or the
Playstation. The
only problem with
the Saturn is it's a
RIP-OFF! How can
anyone buy a
machine which
costs 400 quid?
Don't you think
Sega should i t
lower the price
down a bit, to
200 quid?. If the
Saturn remains
the same price,
everyone will
bog off to buy
the Sony
Playstation
which is only
280 quid as
far as I know.
The



Pie vsta t io n  h a s
the same 32 bit
power of the
Saturn and I
personally think
it plays just as
well although
the E400
machine has a
lot more
features. That
kid who wrote a
letter to you in
issue 3E) [Jamie
CunningharnI
hasn't had any
experience on •
the latest
computer
consoles yet, has
he? Jamie, how
can you criticise
the Playstation? it
is as good as any

other console you worthless,
irritating knob. As you might say,
'Thank you Mr. Arse-lick-as-much-
as-I•can-in-the-hope-of-a-free-
Saturn. A t  least I'm not an arse-
kisser. Oh, and don't you think
Claire Coulthard from the editorial
team looks like Rene Russo?
Claire's pretty cool, 4
Quay Voong, Gloucester
YOB:By the time you read this, the
Saturn will have dropped in priceOr

,

4111.21•11D
to around E299 standalone, which
is the same price as the
Playstation, and if you shop
around and do a bit of haggling,
some of the deals you can pick up
are quite impressive. As for Jamie,
well he seems to have got up the
noses of quite a few of you doesn't
he? Never mind, eh.

SOUND Of MUSIC
Dear Yob
I would very much appreciate if you
would print my letter as I have
never written to you before.
When I was in Comet the other day,
I picked up a leaflet on the Sony
Playstation. Inside it said that by
Christmas there would be over 60
games on the machine. In
December's issue of your magazine,
on pages 99 and 45 (The Gameplay
and Special Reserve
advertisements) there are only 15
and 10 titles listed. Are Sony:
A. Telling the truth, OR
B: Telling porkies just to try and I P
flog the computer. OR, are
Gameplay and Special Reserve_
C: Telling lies, but there would be
no reason for them to do this.
By the way, I know this is not 0 +A
but is Destruction Derby coming
out for the Saturn?
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Martyn Honeyball, Chelmsford
YOB:No-one's been
telling any porkies
but, unfortunately. a
lot of Sony's planned
titles have been
delayed for one
reason or another,
meaning that Cop,
Rally and Fighter 2 are
currently going
virtually unchallenged.
Over to you Sony. Heh,
heh, Oh, and you're
right -  this isn't 0+A.

STUFFING
SPROUTS

AND
Dear Yob
Please could you answer
these questions.
1: I 've managed to save
E100 in debating whether
to get a Mega CD or a 32X because
I read in a different meg that there
is a lack of software for the 32X and
the games that are being released
aren't much cop. Please could you
give me some advice?
2: Please could you send me a list
of all the games coming out for the
32X from now until Jan '96?

1

Goodbye,  a nd don' t  you be
tr oubl i ng nse wi th any mor e
of your  cr ap l etters,  or  I 'l l
have to bur n them and come
and densol ieh your  house.
'Ti l l  w e  meet  a ga i n_

M M  S E G A  9 1

3: Are there going to be any games
like Daytona,
Destruction Derby
or Wipeout coming
Out for the 32X or
Mega CD?
THANKS, PS. Will
Virtue Cop ever
come out on the
32X?
Mark Wells g o
b
. . . _

YOB
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Yob. I like i t 1.
Buy a Saturn
instead 2 .  Sure
thing Butt-head
No chance. 3.
Even less
chance. Saturn
only. 4. Virtue
Cop on 32X7
Ha, Ha, you
should be a
bloody
comedian.
What a joke
(You never get

answers like that with Gus do
you?)
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Dear Gus,
Please could youenswer my
questions or I'll never buy the mag
again.
1. In Sega Power they put really
crappy posters in plastic bags and
don't tell you what's inside. You
buy it and it's lust full of adverts.
Why is this?
2. I own a Megadnve, and I was
wondering if Mortal Kombat 3 is
worth bialpg.
3. Do yorthink that I should buy a
32X, just for Chaotix?
4. Do the 32X cans look the same
as the Megadrive carts?
5. Will there be a Pog game coming
out for the Megadrive?
6. How come the address to send
letters to 0+A isn't printed in every
MEAN MACHINES?
7. Will there be a Sonic 4 or a
Theme Park 2?
Deen Lim, Epsom, Surrey
GUS:l. I won't get drawn into
slagging off Sega Power. Not here
anyway. Why don't you ask them?
2. Yes, if you're into the coin-op.
'3 No.
4. Pretty much the same.
5. No.
6, No interesting reason, probably
lust general incompetence.
7. Sonic 4 is possible, Theme Park
2 is unlikely.

PAINFUL
RASH
Dear Gus,
Your mag is ace. Could you please
answer my questions?
1. I am a 'top class' Zero Tolerance
fan, so when is Beyond Zero
Tolerance coming out?
2. And how much will it cost?
3. Have you got any cheats for it (or
passwords)?
4. Will it have a wide screen like
Doom or will it still have that
crappy green border?
5. Why wasn't Doom released on
the Megadrive when it's on the
(dare I say it) SNES?
6. Will X-Men: Children of the Atom

come out on the Megadrive?
PS. Did you think that all that
Donkey Kong Country 64-bit thing
was a load of camel crap?
James Clarke: Derby
GUS:1. I've never heard of 'Beyond
Zero Tolerance'. I wonder why that
is? I know. it's because you made
it up, didn't you?
2 I've absolutely no idea, but
maybe you have.
3 Yes, I'm very likely to have
passwords for a game that has no
chance of aver coming out
4. This is becoming almost surreal.
5. Doom isn't really possible on
the Megadrive.
6. No way
.

Dear Gus,
I think your mag is The Best. Yes.
with a capital T and 8, I spend
£2.50 on your matt every month.
The least you could do is answer
.my questions.
1. Put these games in order from

best to worst: EWJ 2 C .
1
4
3 6 .

Sonic and Knuckles, I  Rage,
and MK 3.
2. WHY? WHY? Did your mag give
Eternal Champions a bloody great,

whopping* %  97 and only give
tel Kombat 2 TVs? I've played

oriel Kombat 2 i t ' s  wicked.
Then I played Eta Cha mpions
and it's crap!
3. When is Congo out t h e

Megadnve or if not the MD, then
when on the Saturn?
4. What is the Mortal Kombat Movie
like?
No Name, No Nothing.
GUS:l. EWJ2, MK3. MM96, Sonic
and Knuckles, Primal Rage.
2, The 'Eternal Champions' thing
was a big scandal two years ego,
and we've explained several times
that Red Automatic (who was
responsible) had been under a lot
of pressure at the time. He got a
slap anyway.
3. Neither Matedrivi or Saturn
Congo are Loosing out here, but
we may have a Saturn review next
month.
4 Well. it ain't Woody Allen.

Dear Gus,
Oh master, please answer my
questions. Thank You.
1. Is a MK 4 coming out? If so
when?
2 When is the hand held
Mogadrive coming out?
3. When is Toy Story coming out
lot the Megadrive?
4. What is best. Sega Rally or
Daytona USA?
David Turner, Surrey.
GUS 1. There's bound to be
another, but there has been no
announcement.
2. The 'Nomad' as its known will
not be released here,
3. Around Easter, to tie in with the
UK release of the film.
4. Sega Rally, it must be said.

CRIPPLING
Dear Gus,
Look, you know how great yoin
meg is so I don't suppoS8 there's
much point in me telling you. So
instead how's about answering my
questions?
1. Any news on the rather smart

k now I  m i ght
look ha rd as
nails i n m y
long-a wa i te d
new Q + A  pic

but I 'm  a c tua l ly
fe e l ing s ick  as a  dog
this month. I f  these
pages are  b i t  s tic k y
i t's  because  the
answers  are  proba bly
covered in phl e gm -
my s upply  of ma ns ize
tissues has  be e n
running a  b i t  s hor t
under a tor r e nt o f
green s tu ff  fr om  m y
nose. Unus ua l ly
moronic  le tte rs  have
found the ms e lv e s
covered in s ome thi ng
else. I f  y ou're  fe e l ing
lucky, or  jus t w a nt to
save m e  hav ing to  go
and buy  a nothe r  box
of tissues, send your
queries to SNOT
SHOTS I l+A .  MEAN
MACHINES SEGA.
30-32 FARRINGDON
LANE. LONDON EC111
3AU.
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looking Virtu,' Cop 2?
2, Win Sega Rally on the Saturn run
smoother than Daytona USA?
3, Does Fifa '96 on the Saturn have
John -
b o l l
o c k
s "  
W i
l s
o n  
d
o
i
n
g  
t
h
e

commentary?
4, Have Konami any plans for a
Snatcher game, or  one in similar
vein, lined up for the Saturn?
5. Have you seen the Mange
version of Streetfighter 2? I reckon
it's mondo cool'
6. Don't you agree that Lucy is just
the cutest?
7. Will you keep up the slagging
fights with Digitiser that Steve did? I
reckon you should, they were cool.
B. What, and you're eating onions?
9. How the hell did Manchester
United lose to York?
10. Finally, what do you think of the
Hyper Score thing? Doesn't it seem
a bit sad to you? It does to me.
Chris Biggar, Accrington, Lanes
GUS:1. A Saturn conversion will
commence with a realistic release
date of next Christmas
2_ Yes, double the frame rate.
3. Sure does.
4. Yes, a Snatcher conversion is
planned.
5. You mean the vid? Snooze_
6 The cutest what?
7 We  never slagged Digitiser
because it was cool, we did it
because they were crap.
8. That feeble attempt at humour
shouldn't have been attempted
9. Please remain relevent
10. Being totally (and brutally)
honest, my personal opinion was
that Hyperscore was a bit of a
posy idea_ Teletext has never been
my favourite 'electronic medium'
and I really couldn't bear being
immortalised between the recipe
pages and today's horoscopes

FEELING
Dear Gus.
Spot on magi etc. Questions.
1. What is the U.K. release date for
Sega Rally?
2. Any news yet on Daytona 2?
3. Is Doom corning out on the
Saturn? If not why?
4. Any rumours of Sega Rally 2?
5. What upgrades are coming 01ui
for the Saturn?
6. Finally, why don't you buy a very
big baseball bat, put a six inch nail
in the end of it and go round to the
Sega Power office and beat
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no, Alai), Somewhere?
GUS o o t  noo,
2. None.
3. h will be out, but Id game Hexen
should arrive first.
4. No_ How nice to return to the
old days of asking about imaginary
sequels to games that have just
arrived D e a r  Gus.
5. You mean peripherals? Look out P l e a s e  could you answer my
for a link-up cable and modem q u e s t i o n s  as I think that yogr mag

• 1 9 9 6 -  ..,.....i.ealemiono"Ilte hest in the world!

6. Why bother? We've triumphed
over them in every measure of
success for the last 5 years,
although as they point out, they
are the best-selling UK Sega mag
....with 'Power' In the title

1. I'm a great PGA fan. Is it worth
getting PGA '90, as I already have
PGA 2?
2. Will there be a sequel to Fever
Pitch on the Megadrive?
3. l e
-
P r e
m i e
r  
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r  
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4. Does International Superstar
Soccer promise to be b a n
Fifa and Fever P
5. Could you e  a few
boxing games on th H v g ?
6. Will Virtue Fighter L y t  T5r)
the Megadrive?
Gwynftyn Hughilk• f e d
GUS:1. I think ies a significant
enough improvement
2 That's just not likely.

3 I t's very good i t's also nearly
sold out, so snap it up if you see it.
4. It promises much, whether it
will deliver..
5. I can recall only one which I
enjoyed playing: Muhammad Ali
from Virgin. I t's pretty old, so
happy hunting.
6. Nu. A 32X is your nearest
Option. a r t o '



SNOT
Dear Gus,
Please could you answer these
questions on these games for me.
1. When will the new Spider-Man
game on the Megadrive be
released?
2. What do you think of Maximum
Carnage?
3. Is the game Avengers on the
Megadrive any good?
4. Is there any chance of a
Fantastic Four game on the
Megadrive?
PS. I think the X-Men: ChiIddin of
the Atom feature you did was mint.
Dave Jones, Sheffield
GUS
-
1 .  
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have been rather vague with their
Megadrive release plans of late
2. It's poor.
3. You mean the Captain America
game? Not too hot, I'm afraid.
4. No chance Thanks for the
compliment.

SICKY
Dear Gus,
Can you answer my simple
questions.
1. is Alone in the Dark coming a t
for the 32X
7 I f  
s o  
w i l l  
i t  
b
e  
o
n

cartridge or CD?
2. Are there going to be any RPGs
for the 32X?
3. I like RPGs and Adventure
games, and I currently own Thor,
Landstalker, and Shining Force 2
Which of these do you think is
best?
4. Should I buy Soliel?
Mark Tolson. West Yorkshire
GUS:l. It's not coming
2. Highly unlikely.
3. Landstalker.
4. Yes, but it's not that hard.

Dear Gus,
Could you please answer these
questions, as I am your biggest
fel),
1/Vifill there be any kind of Sim

ity on the Megadnve? if not, why
not?
2. Is it worth getting Fifa '96 if
already have Fria 1, and Fifa '95?
3. Please could you put these
games in order from best to worst.
Earthworm Jim 2, Fifa '96. Premier
Manager and Cannon Fodder.
4 Is PGA 3 any good?
5. How much is Premier Manager?
6. Are there any plans for a
Cannon Fodder 2
7Lee Bishop. Hants
GUS:1. There won't, and the
reasons are mostly technical: the
amount of time needed to
program a game of this
complexity and make it work on
the Megadrive make it an
unrealistic project.
2. On Megadrive, the MMS
consensus is no.
31W-12. Premier Manager, Cannon
Fodder, Fife '96
4. Get the much newer PGA '96
5 E49.99 RAP
6. There was an Amiga Sequel but
its unlikely to come to
Megadrive.

SORE
THROAT
Dear Gus,
Just a few questions.
1. In your design a character comp,
why do you always award prizes
due to artistic merit and not
technical ability? By /ping this you
are limiting the compekition down
to A-level Art students oply. and
this is totally unfair as I Ao u I d

uess that the majority of *
s
o u r

dare have no outstandir4

qualities in art.
2. Is your company still going to
continue writing Sega Magazine.
as it all seems rather pointless now
that MMS is an official magazine.
3. In my version of Cannon Fodder,
once I get to a certain stage on an
early level, it continually waves the
white flag after a certain point, thus
making the level impossible to
complete. Is this a fault of the
programming, console or the
cart
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manufacture, why don't you try
giving away a free Megadnve
demo can with an issue Iseeing as
it would be a first in magazine
publishing, it would be great
advertising for the company). I'm
sure many of your devoted readers
wouldn't mind shelling out a
couple of extra pounds for this free
gift (say E1-2 more).
Fan Phi/bps. Wiltshire.
GUS•1. 'Technical ability' and
'artistic merit'? I think you've
been watching too much Torville
and Dean, mate. When It comes to
character design, we pick winners
on the basis of the most inventive
and original, not necessarily the
best drawn. Anyway, most
compos are question based.
2 Sega Magazine has technically
ceased, replaced by Sega Saturn
Meg. MEAN MACHINES will
continue to cover all Sega
formats.
3 Sounds like a dodgy cart to me.
4 Who said carts cost so little to
make? It actually costs around El
to make a cart, and they have to
be shipped from Japan. It takes 3
to 6 months to wait for the order,
and even then, the only game a
company is likely to allow you to
covermount is Nobby's Jobbies in

glow'

file

BLOODSHOT
EYES
Dear Gus,
I have a few questions to tax your
almighty noggin.
1. Bullfrog and EA, are they
converting Syndicate Wars?
2. Is Earthworm Jim 2 Saturn
bound?
3. Wei- Saturn Doom be a direct
port from the brilliant Playstation
version or a totally new game?
4. Are EA releasing the 300
version of Space Hulk?
5, Have Kombats 2 and 3 got the
really annoying problems of slow
speed and widescreenitis
76. Will Capcom's Armoured
Warriors and their Aliens Vs
Predator coin-ops get tweaked and
released onto the Saturn'
Damien Murphy, Abingdon
GUS:1. Syndicate Wars is a long
way off, as it's officially only a
Playstation project at the
moment.
2. Yes, it's being programmed by
a San Diego outfit called
Screaming Pink.
3. It's likely to have as much as
the Playstation version.
4. Yes
5. No.
6 No chance of a conversion.

CIIII
BOGEYS
Dear Gus,
Plow, could you answer these
excellent questions I have chosen
just for you after watching the) a
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dross. Saturn demo discs are a 1  Is X-Men: Children of the Atoll]
different matter, though w o r t h  buying if you own vorwa

Fighter?
2. Which of these do you rate the
best
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Vinua Fighter 2?
3. Could the Saturn handle a game
like Mario 64
74. Are the Saturn and U64 about
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equal in te s  of raw power?
5. When is Sega Rally coming out"
6_ Is it a good Idea to buy the
Arcade Racer for Sega Rally?
7. When is the Internet Adaptor

• c o m i n g  out?

Ned Ramsden, Kent
GUS:1. Yes, i ts a different style of
fighting game.
2. They are all tremendous
3. Let's see if the Ultra 64 can
handle :t. it's not finished yet
4. I don't have L.164 specs.
5. It's out.
6. I personally don't hold with
steering wheels
7. No firm European data, but
definitely in 1996.

PAINFUL
Dear Gus,

--1.  How much is a Mega CO by
itself?
2. How much is Virtual Cop?
3. Is there going to be a Vidua
Fighter 3?
4, Are Sega going to release a 64
bit machine?
5. Will Heberekee's Poportio be
released on the Megadrive?
6_ Will Sega Rally or Daytona ever
be released on the Megadrive?
7. When is Street Fighter Alpha
coming out
8. Is Golden Axe: The Duel going
to be released on the Megadriva?
9. Is The Ooze coming out on the
Game Gear)
10. Is there going to be a Rayman
2?
Alsitair Biggins, To/worth

NMI& 2.  E45-
l a w  •  -3 Yes Arcade development is

underway
.4 That's not part of the global
plan at present.
5 Norm.
6. Met_
7. Due on import at the end of
January, officially in April.
8. No. Where did you come up

with that one
9. No.
10 Knowing Ubi-Soft, I 'd say it's
probable

ITCHY
Dear Gus,
Please could you answer my
questions.
1. When will Virtue Fighter 3 be
released?
2 Wi l l  Worms ever be released for
the Megadrive?
3. Will Mortal Kombat 3 ever come
out for the Saturn?
4. Is Sega Rally any good? IW
it5. Give me 60 billion pounds or l
will come to your borne b o a t
you up.
6. Why is your hair a f f '
Mark Henshaw. PrIerboro h
GUS:1. In the arcades s e t i m e
in 1996.
2. Oh yeah, I 'd fore e n  about
that one! I expec
3 Oh yes, tu n e x t  month_
4 Does a r t o n  sleep on her
ba
5. That wasn't a question
6. I choose to have no hair, so
how can it be naff?

Dear Gus,
Please print my questions as it is
the first time I have written to your
mag After  all i ts the best
1. Accor deve  rny friend, Tekken
is als earning from the Playstation

e Saturn. Is he a two faced
get?
2. Everyone says there is a lot of
life in the Megadrive still. Out if that
IS the case, why have so many top
software companies stopped
producing games for it?

3, As I own a Megadrive I a m o m s ; p c

concerned whether I am getting a
good deal on the games. Where
and who are the best shops to go
to for the best deals?
4. Is there going to be a Red Zone
2?
Simon Hustings, Nottingham
GUS:1. I have no idea, he may
well be, as two-faced generally
means hypocritical He  is not,
however, a lying git, as Namco are
indeed convening their arcade
titles
2_ There aren't the kind of bucks
there now that there once were.
3_ You can't expect me to endorse
one store
,  
W h o  
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y o
u  
t h
i n
k  
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Alan Partridge?
4. No.

SUE PUSS
TS

Dear Gus,
I have a few
answering.
1 I  would re

stions that need

like to know who

did the u s i c  for Victory Goal on
the CD you gave away with the
mag, as I think the two tunes were
excellent.
2. As most of the Playstabon
games are coming out on the
Saturn, does this mean that t
Saturn is even more s upe r i o
ç Abthe Playstation than it was, or do
you think the games aren't good
enough to make a difference? Also
does this mean that Sony are well
buggered?
3. Do you think the Playstation will
ever hove a plat 'em up as good
as VF2, because I don't.
4. How come it has taken so long

for PA to put real p l a y
i
e f
u t u
n
i
a m e s  i n

Fifa?
5. Do you think that N
games for the Ul
being as they J u s t  ve
old SNES games or apeu s
complete rip off of ga
super consoles'
6. Do you think
ome out on WIMaturn?

7. Could you please list the current.
games compatible with the Sega
mouse?
8. Would your great g  ever do
charts for the various g a
machines? At the mo n t  we have
to watch Digitizer just to see the

Megadrive chart, PeoplovN
e w o u l d  l i k e
to see the charts for the Saturn and
32X as well.
Name and address supplied
GUS:1, Victory Goal music was
composed by Jun Senout.  He's
not a big name game composer in
Japan so you'll have to buy the
game for all the music.
2. Politics aside, it all comes down
to Saturn owners having more
choice
3. It would have to be something
very special.
4. The Fifa series is one of
continual improvement.
5 I  can't say, since none of them
are complete.
6 I t s  highly likely.
7. Sim City 21:00, Theme Park.
8 Charts are boring, but we might
do a charty kind of thing soon.

I

That 's i t  f o r t h is
m o n t h ' s  s p e c i a l l y
extended n ew
look 0 + A .  I f  I  s it
st i l l  s t i l l  long
enough t h at
funny l ig h t
th ingy should
burn a  p erm an en t
0 + A  in  m y
forehead and  I
won' t  h ave t o  go
through t h is
every f o u r
w eeks.  M o r e
skin care t ip s
next  t im e,  f o lks.



MEGADRIVE 2 For Sale Excellent
Condition, Two Joypads, All the
leads. 5 Games inc. Mega
Bomberman, Wiz and Liz, Sonic 2.
FIFA Soccer, Also includes Four Tips
books with games in. May sell
Games/Megadrive separately.
For t70 Tel : 01765 6015513
MEGADRIVE with 3 loypads (one 6
Button). 10 Games including SOR2,
Earthworm Jim, SF2, :SCE Mi c ro
Machines 2. Worth 1480, 1150 ono.
Game Gear with Master System
adaptor, Mains adaptor. 12 Games,
Worth1.400, t 80 ono.
Tel : 01727 833635 af t er 5pm
MEGADRiVE For sale. Excellent condi-
tion, fully boxed. Includes Two joy-
pads, carrier case, 36 games.
Includes Ecco, Flashback, Skitchin.
Cyborg, Justice. Eternal champions.
EA double header. 3D Ballz, Streets
of Rage 2, Cool Spot. Sell for t350
ono Phone Mathew : 01436 6721553
SWAP Game Gearls Olympic Gold for
Sonic Dirt Racing
Tel Sam: 0462 4552609
TO SWAP unopened Megadrive FIFA
'95 Swap for Earthworm Jim 2 or
Theme Park Tel : 0181 6745072 af ter
opm May sell for t 30
FOR SALE Sega Game Gear Games :
Mortal Kombat, Desert Strike,
Lemmings, Rise of The Robots. Sonic
1, Sonic 2. James Pond 2, Mickey
Mouse Land of Illusion, Also Pro
Action Replay (Game busting car-
tridge for Sega Game Gear)
Contact : 01963 335523
AMiGA 500+ For Sale 85 games, 54
Demos, t 220 Plus Printer t120 1
Joystick and mouse
Tel : 01604 810555 Adam
10 YEAR OLD BOY who would like Girl
penpal aged 10-13. Write to :
Douglas Stewart, Cornan Beag Park
Barras, isle of Lewis HSz OQZ
Include photo if possible
MEGADRiVE 2, Mega CD2 and 17
Games including Formula 1, FIFA •95.
Champions Streetfi ghter 2. Gunstar
Heroes and many more worth t 900
asking t360 Tel: 01452 610024
WANTED, Shining Force 1 or 2 will
swap Syndicate. Dynamite Headdy,
Phone 01786 478175 (Stirling

Scotland)
MEGADRiVE Games for sale. Sonic 1,
Golden Axe 2, Super Monaco GP.
Michael Jackson's Moonwalker, Alisia
Dragoon. Terminator, Shadow of the
Beast. Ghouls n' Ghosts. Fire Shark,
Pac Mania, t5 each! Probotector
Excellent condition, boxed as new.
125 Tel: Daniel 01452 419167
MEGADRIVE with FIFA '95. Sampras
'96. 4 way play and 3 controllers
worth 1.210 Sell for t110 Also Saturn
games Bug and JVC Boxing both
worth {49.99 Sell for t35 each All on
mint condition Phone : 01908 666505
MEGADR1VE For sale with 21 Games.
Sonic 1,2,3. and VR and lots morel! 1
joypad included. Mega CD for sale
with 10 games, Sol Feace, Cobra
command and morel! 1 joypad
included. All going for ( 300
Tel: 01953 456914
MEGADRIVE games for sale 115 each-
for World and Castle of Illusions
Phone : 0181 397 3922 af ter 7pm ask
for Michael!!!
MEGADRiVE with four joypads (2x6
button) 11  fob games including FIFA
95. Streetfi ghter 2 and Sonic 1,2 and

3 Plus loads of assorted magazines.
All boxed and in excellent condition
Tel: 01633 281395 Gwent (Newport) ask
for Alan
32X FOR SALE with VR Deluxe. Doom,
Metal Head, As n ew  t150 Call Jim
0121 356 8551 After 6pm
WOW! MEGA COI with 10 games fully
boxed with instructions. 1120
1 o n oGames include Tomcat Alley. Sonic
CD and Thu nderhawk. Also Megadrive
I  with Sonic 2 and Altered Beast and
Micro Machines. System boxed 1.50
ono Bargains' Call : 01943 463143 Ask
for Col.
FOR SALE Lunar Silver Star Mega CD
Import (USA) Pl u s  official hint book
t30 Tel : 01530 811206
MEGADRiVE games for sale Street
Fighter 2, FiFA 95/96 Syndicate.
Skeleton Crew, Zero Tolerance, Sonic
2 General Chaos and Rugby World
Cup prices t 20 and up Good condi-
tion All games 1150 Tel: 01788 814894
Ask for Tim.
MEGA CD, excellent condition, boxed

12 games all for t 200 ono
Ring 0181 950 4814 Alex.
MEGADRIVE Mega CD 6 controllers.
both 4 player adaptors, 73 games in
all including latest titles. t5550 Call
Marcus on 01242 222887
MEGADRIVE 2 1 2  games. FIFA '95,
Sampras. Sonic 3 Zero Tolerance, 4
joypads (2, 6 button) Excellent condi-
tion worth (350. 1150 ono
0181 3490173 6pm +
SEGA MEGADRIVE Mega CD. 2
infrared joypads, 9 megadrive
games. 10 mega CD games worth
t1,100 will sell for t 300 Phone: 01246
414627
SEGA MEGADRIVE with 36 games
Theme Park. SF2, and others and 6
pads t 300 Cash or swap for
Playstation or Saturn
Phone : 01475 530442
MEGA CD 2 For sale with 5 games.
Lethal Enforcer with gun, Time Gal,
Road Avenger, Sherlock Holmes and
Thunderhawk. All leads and manuals
will sell for 1140 Phone Milian on;
01943 877811 West Yorkshire.
MEGADRIVE FIFA •95. Lion King, Sonic
3, MK2 Urban Strike. Fl. Racing, PGA 2.
17 games in all 1175 ono Also Master
System 2 4 games PGAGolf. Ultimate
Soccer. Alex Kidd, Spiderman
01274 493558
MD2 MCD 9MD games 4 MCD games
2x6 button 2x3 button joypads
powerbase stick Very Good condition
make a good chrissy present t 200
ono Call 01369 705760 I will pay reg-
istered delivery charges.
EARTHWORM JIM for sale £30 ono
Telephone : 01827 711775 af t er 6pm.
FOR SALE Megadrive 1 boxed. Includes
Super Streetfi ghter 2, Mortal Kombat
2. Earthworm Jim. Rock n Roll Racing.
3 pads (1x6 button) Carry case and
lots of assorted magazines. All in
good condition valued over t380
accept offers around £200
Tel: Andy 01754 610426.
MEGADRiVE with 1 controller and nine
games including Theme Park and T2
Arcade 16 tip books and Menacer
light gun wish 6 game cartridge. All
boxed sell fo r  t1 3 0
Tel: Dean on 0121 378 5553
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